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Unrivalled 

playability 

Unlimited 
camera angles 

All weather 
options 

Full match 

commentary 

Full management 

options 


The most realistic soccer game 

& management simulator ever! 


Unrivalled playability 
Unlimited camera angles 
All weather options 
Full match commentary 
Full management options 






June - PC CD-ROM 


July - PLAYSTATION 


Available from all good stores 










Telstar Electronic Studios Ltd., 

The Studio, 62-64 Bridge Street, 
Walton~On~Thames, Surrey KT12 1AP 
Tel: 01932 222 232 Fax: 01932 252 702 

Email: 100622.3702@compuserve.com 
web site: www.telstar.co.uk 









“Onside" ” © 1996 Mouvetime Ltd Used under licence from Elite Systems Ltd. 
by Telstar Electronic Studios Ltd All rights reserved 
ELITE is a registered trademark of Elite Systems Ltd. 

£ 1996 Telstar Electronic Studios Ltd. 
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Resident Evil cowers at the 


feet of Core’s Tomb Raider, 


because 


most exciting new 


around at the moment - and it’s 



ite simply the 


tation game 


British made too! Check out our 





exclusive look at this hot cookie! 
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issue 


THE REGUIARS... 


PlayStation Wired 


06 


We cast a topical eye over the 


very latest news stories breaking 


on Planet PlayStation. Brand new games 


you’ve never heard of, secret sequels, 


new peripherals - the bloomin’ lot! 


Wall of game 


49 


A selection of ultra-useful cheats 


and tactics for you to pull out of 


the mag and stick on the wall until 


wretched. This month: Tekken 2. 


Station Master 


Handy guides to EA’s sci-fi epic, 


7 2 Fade to Black and Capcom’s 


magnificent, Resident Evil. Maps, cheats, 


tips and your gaming queries answered. 


Fade to Black guide 


74 


Resident Evil guide 


76 


Subscriptions 


52 


If you like what you see (and who 


can blame you?) then why not 


save yourself an absolute fortune on the 


cover price (plus the effort to go down 


to the shops and buy a copy) by 


subscribing to the UK’s best selling 


unofficial PlayStation magazine. 


Arena 


92 


Oi, PLAY - sort it ahhhht! Yep this 


is the letters section, where you 


get the chance to voice your opinions on 


the magazine, the Sony PlayStation - in 


fact anything you want really. 


Playback 


94 


Want to know the games that Play 


really rates? Then you’d better 


turn to Playback, where we’ve rated the 


ten best games in each genre. Sports, 


shoot-’em-ups, racing games - they’re all 


there in this handy buyers’ guide. 


Coffee & croissants with... 


96 


More rye chat with an industry 


somebody in the confines of 


somewhere vaguely amusing. This month 


we talk to Frederick Raynall and Oliver 


Lhermite who are currently working on 


Time Commando. 
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issue ten 




selling Unofficial 
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Magazine! 
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We’ve spoken to the developers 
and it’s on the way. Read all 
about the special new features and 

exactly what 
the game will 
contain. 


A. 
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Electronic Arts’ answer to the 
current racing car boom, 
Andretti Racing has the famous 
name, but does it deliver the same 
performance as the great man 
himself? We went to the Le Mans 
24 hour race to find out... 





WORKSTATIONS 


WIRED UP 


Your first look at the latest games still in 
development. If it’s behind closed doors, 
we’re the ones with the battering ram! 




A short preview look at the hottest games 
before the full review next issue. Space is 


tight, so only the most exciting prevail. 


Wipeout 2097, destruction 

DERBY 2, MONSTER TRUCKS 

Tomb Raider 

% 

Broken Sword 
Andretti Racing ’97 
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32 
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Bedlam! 

Supersonic Racers 
Ragin’ Skies 
Hyper Tennis 
Blast Chamber 
MotoX 

Slam V Jam ’96 
Formula 1 
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At last the review! Does it live up to 
AOthe hype? Can it compete with 


Wipeout 2097I 



r\He’s a marsupial, he’s sort of cool, 

^^but surely all furry mascots deserve 
to have their heads caved in with 

hammers. What do you think? 


PLAY REVIEWS 

The very latest official and import games 
are reviewed here by the experts - no other 
magazine gives you this many reviews per 



issue. 


Tunnel B1 
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Motor Toon GP2 
Galaxian 3 
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Actua Golf 
Skeleton Warriors 
Drift King 
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A Sony proftctton 


«?♦ *h» r#'» gene, there 
s NUf *he »Att to go 


mCyUHUIT of PlayStation 
games constantly surprises me, 
usually for the worse. Like many of 
you ( 32 % according to our survey) I 
upgraded from a Super NES, but I 
also have a PC, and being in this 
‘crazy’ industry I know a thing or 
two about what makes a good 
game. 

Time and time again though, 
PlayStation games have proved 
disappointing. Each month Play 
reviews over ten games, and after 
four months as editor, I still only 
ever turn to two or three of them 
when I fancy a bash on my PSX, 
and one of them is Bust-A-Move 2, 
which is hardly cutting edge. 

This issue though, my faith has 
been restored by Tomb Raider from 
Core, a game I believe deserves to 
be a massive because it feels like a 
true next generation game. Core is 
a highly professional company, but 
one that hasn’t lost sight of 
innovation or clever ideas and it’s 
great to see such a personal game 
as TR make it to the big leagues. 
You can read all about Tomb Raider 
on page 32 . It will impress you. 

The Nintendo 64 came this 
month on import and I’m here to 
tell you that yes, Mario 64 is 
brilliant, but everything else is cack 
(in an amazing-to-look-at-but- 
ultimately-shallow sort of way). And 
what’s more, the cheapest you can 
pick it up for is £ 500 . Don’t expect 
it into the UK until mid next year. 

With the likes of Resident Evil 2, 
Dark Forces, Formula 1 and Crash 
Bandicoot on the horizon for 
PlayStation, plus rumours of budget 
software in the pipeline, the 
PlayStation is finally shaping up to 
be everything Sony promised at its 
launch. It’s taken a while, but it has 
been worth the wait. 


HOT NEWS from Capcom 

Japan is that Resident Evil 2 will be 
coming to a PlayStation near you next 
spring and it promises to be twice as 
fast and at least twice as big! A 
spokesperson for Capcom related the 
news to a gob-smacked Play 
correspondent during a conversion 
about their new release, Darkstalkers 
(reviewed on page 64 ). RE2 will use 
the same basic game engine, plus 
some of the original characters, but it 
was stressed that there will be up to 
eight new people to control, each with 
different abilities. That’s twice as many 
as in the first game. While the — 
storyline is kept a deep secret, it 
is known that the game will still 
feature the zombies from the 
first adventure, but the 
developers are working on some 
end of level bosses who are big 
enough to fill up to six screens. ^ 
RE2 will be far more 1 1 

Americanised than its ■ 

predecessor, so that means more > 
corny acting and John Wayne * 1 

swaggering, but the good news I— 


• Bigger levels (at least twice as big 
as the first game). 

• More characters (up to eight, all 
controllable and featuring different 
abilities). 

• Enough weapons to grace an Arnie 
movie. Double-barrelled shotguns, 
Desert Eagle pistol, Uzi 9mm, 
crossbow, hand grenades - you name 
it, you can use it to kill the undead! 

• Many different locations. Capcom 
feel that lots of creepy missions based 
on a recurring theme, such as chasing 
a vampire or serial killer, will add 
more to the gameplay and be 
significantly different from the first 

same. 


is that Capcom haven’t wimped out 
where the gore is concerned - there’s 
gallons of the stuff. Capcom are 
determined to make the first game 
seem like a Sunday picnic. More news 
and pics soon, stay tuned. 


WHAT S NOT' 

• Tons of blood. 

• Wooden dialogue from the Roger 
Moore school of acting. 


Damian Butt 

Editor 


• Corny endings, anti-climaxes. 





























































[Above] The textures are highly detailed; 
creating the perfect off-road environment 


[Above] The in-car view is more difficult to 
control because of the rough terrain. 


KUmOURS WE cant 
substantiate, whispers of secret 
projects, general snooping, that's 
what this regular column is all 
about - we’ll do our utmost to 
find out all the juicy titbits that the 
Sony PlayStation has to offer. 


k Novalogic could well enter the 
A PlayStation gaming scene with 
32-bit conversions of their PC 
fodder, Comanche 3 , Armoured Fist 
2 and F 22 . It is understood that 
the company are also looking at 
Nintendo 64, but with a far greater 
installed base, the PlayStation 
seems more likely. 


[Above] Gremlin say that it should be possible 
to flip the trucks over. Oh yes! 


[Above] This is the desert section, complete 
with palm trees, camels, and Arab shakes. 


k Apparently, the team who are 
currently working on the 
Lemmings platform game are also 
developing a new secret racing 
game for Psygnosis, code-named 
Accelerator. We know it is a pure 
car racer, as opposed to the 
cartoon action of DD 2 and Monster 
Trucks. It might even use the 
Formula 1 game engine... 


k Pretty obvious one this, Core 
Design WILL be doing a sequel 
to Tomb Raider (featured this issue 
on page 32 ) if it is successful, 
which it will be, and they are also 
currently working a new secret 
beat-’em-up which is not Ninja. 
Expect it in mid ’ 97 . 


ROADING has 


automatic gears, realistic physics, six 
courses, three modes of play 
(championship, time trial, practice) 
and best of all a rocking two player 
head-to-head link up option (no split 
screen option though - bah!). 

Driving skills are tested to the limit in 
Gears ‘N’ Guts 4x4 because you have 
to be able to negotiate mountain 
ranges, twisty lanes, as well as 
traditional tracks and roads, and each 
vehicle is rated in eight different 
areas such as traction and turning 
circle, in order for you to pick the 
best one for the job. 

The link up aspect of the game is 
quite unique because there’s a co¬ 
operative aspect where you must help 
each other out to win the race as 
well as the more usual competitive 
mode. And yes, you can turn each 
other over and smash each other off 
of cliffs. 

Gears ‘N’ Guts 4x4 is going up 
against Monster Trucks by Psygnosis 
and both are set for a late year 
release. From what we’ve seen. Gears 


‘N’ Guts 4x4 has the edge in the open 
ground, thanks to a rock solid 3 -D 
engine and texture maps that don’t 
warp as you get close to them, but 
MT has the advanced presentation of 
the Destruction Derby 2 game engine, 
and the stadium antics involving 
crushing cars is nothing short of 
fantastic, particularly the lens flare 
effect when you drive into the beam 
of the floodlights. 

Gears TV’ Guts 4x4 looks to be one of 
the surprise hits of the year and we’ll 
have more news of this stunning title 
in a couple of months. Thanks to 
Gremlin for this sneak preview. 


never 

been much fun in this country. You 
manage to get your hulking 4 x 4 out 
of the garage and onto a slightly 
muddy field before engaging the low 
ratio gears and then some git in a 
tractor tells you to “Gerrof me 
laaaand” because it’s illegal to leave 
the road except at designated lanes. 
Where’s the fun in that? Surely the 
idea is to boot down some old 
granny’s picket fence, trample 
countless rabbits under your chunky 
Michelins, and then climb into the 
back of your 

Frontera/Fourtrak/Maverick/whatever 
and indulge in some under-the-stars 
how’s yer father? Well now Gremlin 
are giving you the chance to do all 
that (apart from the last bit anyway) 
on the PlayStation with their brand 
new off-road racing game, Gears ‘N’ 
Guts 4x4. 

This game features six individual 4 x 4 
off-road vehicles to choose from 
(although we’ve only yet seen an 
American pick-up affair), semi 


k Sony Japan has just unveiled a 
A range of budget software 
consisting of all the old titles that 
were used to promote the console 
during its launch in late 1994. The 
games we know are Ridge Racer, 
Ace Combat and King’s Field II, 
and although these are a bit 
cruddy by today’s standards, an 
equivalent price of £19.99 can’t be 
bad, especially if the budget range 
is adopted over here. Sadly our 
contact at Sony UK responded with 
a brusque “Japan only matey, no 
relevance to the UK. Sorry.” Can 
we believe his cheeky grin and 
boyish face, or is he just covering 
up yet another huge Sony secret? 
After all, that’s what he said about 
the price cut. Nod’s as good as a 
wink to a blink bat an’ all that. 












MAGAZINE 


TO CONTACT AT 


Damian Butt 

Damian is the editor and is therefore responsible for 
everything that goes into the mag. Send your 
letters/complaints to gecko@paragon.co.uk, or just mark your 
letters for his attention. 


Ian Lynch 

Ian is the deputy editor which means he does all the work 
while Damian swans off to parties/launches/orgies etc. Ian is 
also your point of contact for competition winners and CVs 
(if you want to try and join the team), ianl@paragon.co.uk. 


As am Ahmad 

Games, games and more games. Asam is your man if you 
want to know what’s coming out and when, or especially a 
technical query. Send your letters to him now. Or e-mail 

caveman@paragon.co.uk. 


[Above] Mudkicker Is Scavenger’s off-road 
driving game and it looks promising. 


Matt Yeo 

Matt is the undisputed king of Tekken 2, in fact a master of 
all beat-’em-ups really. There is no better gamesplayer and 
Matt is a vital member of the (game)PLAY team. Contact Matt 
for tips and gaming advice. E-mail myeo@paragon.co.uk. 


[Above] Into the Shadows is a fabulous looking dung< 
no word on who will publish the PSX version in the l 


[Above] Sim City 2000 is an isometric god game 
with you creating the perfect metropolis. 


folejtelo, 


Come 


stop mucking 
about, who is going to publish 
Scavenger in the UK? We know that 
GT are handling the PC side of 
things, but there are some top 
PlayStation games, such as Tarantula 
Into the Shadows, Scorcher, and 
Mudkicker just around the corner. We 
know these games are being 
converted to the PlayStation and we 
want to see them now. Someone 
better get their finger out... 


Balls 


cartoon racing games seem to be en vogue at the 
moment, what with Supersonic Racers and Micro Machines 3D on the way. But 
French company, UbiSoft are determined to be the top of the heap. Street 
Racer originally came out on the Super NES a couple of years ago and now 
this go-kart style racer is set for a PlayStation release in September and it 
features up to eight player split screen races. As you can see, the two and foui 
player modes are frantic enough, but just look at the eight player mode - now 
that’s insane! What size TVs do UbiSoft think we all own - 50” projection 
ones?! 

Street Racer is basically a lightning 
fast cartoon racing game which 
features eight different characters, 
each with their own cars, strengths, 
weaknesses, and bizarre special 
moves. The WWi pilot for example, 
can transform his red sports car into a 
Fokker tri-plane at the touch of a 
button, and then fly over parts of the 
track. Play will delve deeper next 
issue. Join us for the full road test. 


Create 


and rule the city of 
your dreams.” That’s the PR spiel 
for Maxis’s first PlayStation game, 
Sim City 2000, a conversion of the 
PC hit, which became a way of life. 
Metropolis building has never been 
such fun, as you slowly create your 
skyline from a vast library of 
different structures, adding water 
services and a travel network, and 
making sure that it’s all populated 
with the ‘right sort’ of people. It’s 
one of the best games every 
devised and it’s coming to the 
PlayStation in September. 


[Above] Street Racer is the closest thing to 
Super Mario Kart on PSX. In two player... 


[Above] ...four player split screen mode (note 
the guy in red turning into a tri-plane)... 


[Above] and the totally mad eight player 
simultaneous mode. What are UbiSoft on? 
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Swords, clubs, skewers, whips, swords, scythes, batons and swords. 

Battle Arena Toshinden 2 has enough lethal hardware to start a small war. In your living room 

So be careful. Or you could have someone’s eye out. 


DO NOT UNDERESTIMATE THE POWER OF PLAYSTATION 


PlayStation 


COMPUTER 


Battle Arena Toshinden 2 and it's characters are trademarks of Takara Company.. LTD. All rights reserved. © Takara Company LTD 1996 


and PlayStation" are trademarks of Sony Computer Entertainment Inc 






























page number Q9 SI PL/1V magazine August 1996 




newsYplaystation wired 



Stop Press! We have heard that the PlayStation rights to Dave 

Perry’s much-touted new PC title, Murder, Death, Kill ( MDK) have been 
snapped up by Interplay. It’s scheduled for a December release and we’ll have 
more news next issue. 
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[Above] MDK from Shiny Entertainment is just a 
lush graphical showpiece on PC at the moment 
but hopes are high because of Shiny's heritage. 


[Above] Apparently the plot is all about dark 
streams found in space which turn out to be 
intergalactic highways for millions of evil beings 


■y 






[Above] The evil ones then enslave Earth and 
it's up to you, Kurt, to save the day. 


[Above] MDK features rendered backgrounds, but 
the jury is so far out on the gameplay. 



THOSE RELEASE DATES IN FULL 

Obviously these dates were supplied to us in good faith and 

are correct at time of print. 


AUGUST . 

Actua Golf (Gremlin) 

Aquanaught’s Holiday (Sony) 

A-Train (Sony) 

Complete Davis Cup Tennis (Telstar) 
Darkstalkers (Capcom/VIE) 

Galaxian 3 (Sony) 

Pro Pinball (Empire) 

Resident Evil (Capcom/ VIE) 
Toshinden 2 (Sony) 



AND THE SUPPERS 


Game (publisher) 

Bust-A-Move II (Acclaim) 
Onside (Telstar) 

Steel Harbinger (Mindscape) 
V Tennis (Acclaim) 


Was 

June 

June 

August 

July 


Now 

September 

September 

September 

November 




Mummy! Quite literally. When you’re buying the weekly shopping, 

isn’t it always the case that just as you reach the only free checkout in the 
whole supermarket, a slavering horde of the undead suddenly attack you 
and try to eat your brain matter? Well Konami now have the answer 
because they are launching Crypt Killer for the PlayStation in November. A 
conversion of their pump-action monster mashing coin-op, Crypt Killer is 
yer basic walking around various levels blasting everything 
that moves with a rather nifty cordless shotgun. All very 
well in the arcades, but how”s that going to translate 
onto a joypad? Well you needn’t worry, because 
Konami have thought of that too, and are releasing 
a PSX version of the Enforcer light gun used 
previously in Lethal Enforcers on Super NES and 
Mega Drive. Endless fun guaranteed. 



[Above] Crypt Killer from Konami will be the second game (after Gun Law) to take advantage of 
their Enforcer light gun for PlayStation. Based on the coin-op, it’s a frantic undead shoot-’em-up 





Square Co Ltd who used to produce some of the best Role 

playing games around, are now branching into new game genres with their 
forthcoming autumn release of Tobal No 1. Set on the planet Tobal at some 
time in the future, the ruling king holds regular fighting tournaments 
appropriately named Tobal Number One. These decide who is the strongest 
person alive on Tobal. 

This one-on-one fighting 
game is said to use 
revolutionary graphics, 
detailed fighters and full 
360° movement. Special 
light sourcing effects will 
be included to add more 


depth to the characters 
and to the backgrounds of 
each fight arena. The US 
version will be bundled 
with a demo of Square’s 
Final Fantasy VII. More 
news on this one when 
we get it. 



[Above] Sony will be publishing Tobal No 1, a surprise beat-’em- 
up from the RPG masters. Blocky and primitive looking though. 

















Resident Evil (95%) 

It doesn’t get much better than this. 
Resident Evil is the perfect blend of the 
finest horror beans. The graphics are top 
notch, sound is dark and eerie, and you 
get to crush zombies’ heads. What more 
could you ask for? 


coin-ops will be delighted to hear 
that Xevious 3D/G is PlayStation 
bound. Just released in the Japanese 
arcades, this continuation of the 
popular shoot-’em-up series features 
morphing polygon enemies and a 
gorgeous rendered intro. In related 
news, Japanese gamers can also look 
forward to Namco Museum Volume 4 
in the near future. The 
contents of this fourth 
disc are still under 
wraps at the moment 
but Play can confirm 
that both Ordyne (a yfffWjifr:■ 

hyper-cute shooter) and H- 
Assault (an addictive •» 

tank sim) are both 


Bust-a-move 2 (88%) 

It is impossible to explain the sheer 
addictive qualities of this cutesy puzzle 
game carved in the Tetris mould. All you 
have to do is link up more than three 
bubbles to make them disappear, but the 
two player split screen mode is 
guaranteed to have you playing for eons. 


St r aight 


Actua Golf (88%) 

The best golf game on the PlayStation 
par none (ho-ho)l Gremlin’s slick portrayal 
of the bizarre trouser sport is almost 
without fault, simple to pick up and full 
of neat touches. Worth a look. 



DOOM - FINALLY 

Bloodthirsty gamers 

wanting even more visceral action 



[Above & below] Final Doom from GT - 
bigger, more monsters - heaven for sadists 


[Above + above top] Check out all those 
characters. MK Trilogy is the last of the series 
before the War Gods generation arrives. 


[Above] At last Mortal Kombat is being put to rest with MK Trilogy - every single character, special 
move, backgrounds and gory death move from every single MK game. For serious fans. 


can snap up Final Doom from GT, a 
vastly improved version of the id 
classic, with more levels to 
challenge smart arses. Should be 
out in October. 


BEAT 


dominating the fighting game 
scene, where does that leave the humble 2-D brawler? Why, in Williams 
Entertainment’s blood-soaked hands of course! Already pencilled in for a winter 
release, Mortal Kombat Trilogy is an exclusive PlayStation and N64 only title 
that aims to take one last stab at this fatality-filled series. Mortal Kombat 
Trilogy will feature 26 characters plucked from MK, MKII, MK3 and Ultimate 
MK3, new playable fighters (Rain, Noob Saibot), every background ever seen, 
an 8 player tag-team mode, unique kombat kodes and, of course, tons of 
secrets. With MK3 receiving a healthy 93% score in Play, it’s a safe bet that 
this “best-of” compilation should be huge. Hopefully with Williams in the 
driving seat this time, as opposed to Sony’s in-house development blokes, 
Mortal Kombat Trilogy should also feature reduced access times (a major 
complaint levelled at the original PlayStation game). 


W1HS; OO 


wins- OO 


wins: 


WINS: O O 


2 fifTS 
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[Above] Suikoden is set for a September 
release, but the Japanese translation is a 
nightmare! 


[Above] When entering combat, the view 
switch to an isometric perspective. Cool. 


Dundee based 


DMA has been quiet since Lemmings haven’t 
they? If you’ve wondered, as we have, what they’ve been doing with all that 
latent talent then prepare to be amazed. DMA’s first PlayStation outing is to 
Grand Theft Auto, a rip-roaring Smokie and the Bandit-style car chase game to 
be published by BMG. The aim of the game is simple, whether you’re playing 
as a cop or joyrider, you simply have to grab anything in sight that’s on 
wheels and escape, be it an articulated lorry, sports car, bus or rubbish truck. 
The sole aim is to burn rubber - now that’s a game and half! 

GTA is viewed from above and most resembles the old coin-op, APB, or if you 
want to go back a bit further, Miami Vice on the Spectrum 48k. You can race 
along freeways, city streets, through shopping malls, down pavements - even 
crashing your vehicle doesn’t mean it’s game over, you just hail some poor 
schmuck and nick his car; simple really. You need never have to see a car 
salesman again. And if the police are on your tail? No problem, just cause a 
ten car pile-up and watch them drive right into it. Grand Theft Auto is a 
cracking idea for a game and we’ll have a full Workstation on the game in the 
next couple of issues, in fact whenever DMA’s back door gives way. GTA is 
scheduled for release in October. 


ALL THE LATEST news from the land 

of tax gun laws from the pen of Cat Bucannon... 


Crystal Dynamics has shocked the entire 
EEEE= American gaming press with their latest 
PlayStation game, Pandemonium. A sumptuous 3-D 
, . . gi third person arcade adventure game which looks 

I | i similar to Crash Bandicoot by Sony and Tomb 

Raider by Core Design (which is also causing a stir 
over here). You control a jester character and although the plot and aim of 
the game is shrouded in secrecy, it’s basically a platform game featuring 
loads of rendered meanies. The closest thing I can compare it with is Mario 
64 - it really is that good. I’m told that Pandemonium will be released by 

BMG in the UK, so look out for it ’cos — 1 — - r^mi ug 

it’s a stunner. And remember, Crystal ^ Jt If I 

Dynamics also have Blood Omen: I i W 

Legacy of Kain in development at the li / w m 

moment, and that’s going to be an RPG A 1 * 


fKVH 




= Viacom’s Aeon Flux is an 
■ adventure game based on the 

MTV character/presenter. It’s a third 
person game (oh no - they’re becoming 
as popular as Doom-style games !) and 
although still in early development, it 
looks kinda cool, in a woman-in-charge 
sort of way. Viacom also have MTV’S 
Slamscape on the boil at the moment 
which is a full-on shoot-’em-up that 
utilises the full range of PlayStation 
graphical trickery. 


Suikoden 


is to become the 
PlayStation’s first role playing game 
(RPG). Originally called Genso 
Suikoden in its native Japan, you play 
Genso, the son of a Red Moon Empire 
general, in command of a bunch of 
rebels committed to over-throwing the 
corrupt government of Barbarossa. 
Viewed from above, you must wander 
around the empire, recruiting like- 
minded warriors and equipping 
yourself for the coup d’ etat at the 
end of the game. As soon as you 
enter a battle situation, the 
perspective changes to an isometric 
view and you can command vast 
armies of troops using traditional and 
air attacks. In all there are 108 
characters in Suikoden and the 
complex plot which has more twists 
than a Paul Verhoven movie is 
guaranteed to keep players engrossed 
for hundreds of hours. If you fancy a 
PlayStation game with a little more 
meat on its bones, Suikoden will be 
out in September and we’ll have more 
on it soon. 


= Samurai Shodown III, the hot 
EEEEEE Neo Geo beat-’em-up is set to ,2 
be converted to the PlayStation by the ■ 
end of the year. The SNK game ^ 

features many strange oriental I 

characters as well as plenty of hack- ■ 
and-slash weapons based combat. Fans of 
the series should also be on the lookout for 
the Samurai Shodown RPG which should be 
hitting import stores within the next month. 


•sss And finally, something that may 
■ shock you. The word on the street 

over here is that LucasArts’ amazing Star 
Wars adventure, Shadows of the Empire 
may be coming to the PlayStation next year. 
Although it has been written specifically for 
the N64, an insider at LucasArts revealed 
that the game can still be converted. You 
heard it here first! 


[Above] Cat Bucannon will 
answer any questions you 
have... on games that is. 
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Design 


has a 

bright future on PlayStation. First 
there’s Tomb Raider (read about 
that on page 32), and then Ninja, a 
spectacular looking 3-D martial arts 
adventure/beat-’em-up that looks 
very much like the Last Ninja series 
created by System 3 in the late 
Eighties on home computers. 
Nothing is really known about Ninja 
other than the fact that a) it looks 
bloody good, and b) it will come 
out for either Xmas or early 1997. 

As you can see from the 
screenshots. Ninja looks like a 
cross between Resident Evil and 
Tekken 2, which can’t be bad. More 
news and probably an extensive 
Workstation in a Play near you... 
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Marvel comics’ Iron Man and XO Manowar from 

Acclaim Comics have joined forces to star in a huge, 30 level beat-’em-up 
called Iron Man/X 0 Manowar: Heavy Metal from Acclaim. The duo must battle 
against the forces of the evil Baron Zemo and Mistress Crescendo, two villains 


who have joined forces to bring anarchy to the universe. An action packed 


game that uses special lighting 
effects, rotating sprites and realistic 
characters. Iron Man and X 0 
Manowar must face all kinds of comic 
book enemies and increase their own 
powers along the way. The game will 
tie in with the release of the Iron 
Man/X 0 Manowar comic books to be 
released in the summer, which will 
include hints and tips for the game. 




All the latest news from the land of the rising sun 

brought to you by Konishki San... 



^You may have heard of Aquanaughts Holiday from Sony, but here in 
"japan, Takara are just about to release Deep Sea Adventure, a more 
complex, but ultimately Victorian looking bathysphere sim where the object 
is to wander around the ocean floor and find treasure buried in wrecks. 
Please stop making these games! 


^“Marriage is perhaps the most important event of our lives. Now with the 
"new game, Marriage, you can 
experience your future.” Yep, and 
you thought Graduation Day was 
weird, what about Marriage, quite 
literally a wedding simulator which 
places you in the shoes of a 
prospective bride in the run-up to 
the big day. Choose your dress, 
organise the catering, chat with 
your friends - all the fun of a 
major social event. My award for 
the most stupid idea for a game 
ever bar none. And it’s out now - 
grab a copy before they all go - 
not! 




t^Doki Doki Pretty League is a 
"Manga-style baseball game 
created entirely by women, for 
women, and starring women (well 
young nubile girls anyway!). It’s the 
first game of its kind, although I 
have to say unless you really like 
baseball, and fancy seeing it being 
played by girls in tight shorts, it 
won’t appeal, and there’s 
absolutely no chance of a UK 
release. 

i^Fans of Resident Evil (and who isn’t?) will rejoice in not one, but two 
"similar games from the far east. The first is Overblood, a futuristic 
adventure set on space station Alpha Centuria IV. The entire base has been 
overrun by a mysterious virus (sound familiar) and it’s up to you (after 
waking up from hypersleep) 
to find the cause of the 
infection and stop it before 
it reaches Earth. The second 
3-D adventure is Dracula 
Detective, a vampire tale set 
on a huge luxury zeppelin. 

Both these games are in 
development in Japan at the 
moment and should see the 
light of day next month. 














































These lucky 


have all won a prize in the last 
three issues of Play. Congrats all round, sorry if you didn’t get picked, but 
who knows, the ones in this issue could have your name on them. 


Issue 


Infogrames compos 

Three winners each receiving a copy of Alone In The Dark are 
JOHN HAYNES (Saffron Walden), MR P WOODWARD (Manchester) and ARAN 
COLLINS (Durrington). Three winners each receiving an Asciiware control 
pad are KEVIN SWIFT (Wirksworth), EVAN INGRAM (Westgate On Sea) and J 
WHITAKER (Leicester). 


ADIDAS POWER SOCCER IS COOL 

Five winners of adidas Power Soccer gear packs are: 

MARK DORRELL (Worthing), PAUL GRANT (Edinburgh), NIGEL HARRISON 
(Horsham), M HARRIS (Didsbury) and WILLIAM TSANG (Sutton). 


UPHOLSTER ME NOW! 

First prize winner of a Sony Mini Hi Fi system and a copy of Magic Carpet 
is: TOBY BROMMALL (Banbury).Four runners up claiming a copy of either 
Theme Park or Hi Octane are: G BARR (Bangor), GRAHAM F CRABB 
(Andover), JOHN MAYNE (Cheshunt) and DAVE ROBERTS (London). 

Issue 8 


THE GREAT PLAY READERS’ SURVEY 

Winner of a stupendous 29” Nicam Stereo TV, PlayStation, extra joypad 
steering wheel, two memory cards, multi-tap, mouse is: STEVE TAYLOR 

(Newmarket). 


Winner of a Scalextric Formula One Pole Position Set, PLUS accessories 
making it all worth £300: PETER SPREADBURY (Portsmouth).Runners up 
are: S TERRY (Swindon), DANIEL HALLETT (Pontypool) and MRS J 
COOKSON (Chunnor). 

MIND THEM BLADES DEARY! 

Two winners of spanking new PlayStations are: ANDREW HALL 
(Huddersfield) and ANDREW SLATTER (Woodford Bridge). 


Excalibur from Telstar 

Electronic Studios is a lush graphical 
adventure that has all the 
inventiveness and depth of The 
Legend ofZelda on the Super NES. 
You play Beth, a humble peasant and 
apprentice to the wizard, Merlin, who 
has been sent to the future to retrieve 
the legendary sword, Excalibur from 
evil time-travelling thieves. 

Your are equipped with a basic 
broadsword at the start of the game 


and a small knowledge of spellcasting, 
but throughout the many levels you 
can gradually add to your arsenal, 
either by collecting extra weapons or 
finding spell books (or something). 

The entire game is composed of 
texture maps and it looks mighty fine, 
especially the sections where you can 
talk to people and you are presented 
with a much larger image of them. 
Excalibur will be out later in the year 
and we’ll have a Workstation soon. 


Publisher Play 

Score 


Developer 


85% 


KONAMI 


KONAMI 


PSYGNOSIS (Fr) 


95% 


PSYGNOSIS 


90% 


Sony 


Namco 


Acclaim 


Probe 


90% 


MicroProse 


MicroProse 


74% 


Sony 


Takara 


94% 


Gremlin 


Gremlin 


78% 


94% 


EA Canada 


73% 


Mindscape 


Mindscape 


Pos Game 


Int Track & Field 

ADDIDAS POWER SOCCER 

Ridge Racer Rev 
Alien Trilogy 
Gunship 
Toshiden 2 
Actua Soccer 
FIFA Soccer ’96 
Need for Speed 
Panzer General 


9. 
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Dungeons & Dragons 2 Iron and Blood is being 

converted for the PlayStation, and it will incorporate new aspects and 
features that the dusty old board games could never have achieved. Iron 
and Blood is a 3-D fighting game that takes a medieval theme, and 
transports players realm of 

see the usual mystical monsters of 

wizards, goblins, elves and "| Sfl 

gargoyles, all presented in very 

fine, realistic graphics created from \ ' .. 

thousands of polygons. As -■-* « v 

g(| • |nf f 

characters win battles, they can win f * V ' 

hit points and it’s up to you to j| 

safeguard your characters. Iron and , 


Blood will have more moves, more 
magic and more weapons than any 
other game in the Dungeons and 
Dragons series. 
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[Above] Pitfall 3D is coming in March '97 from 
Activision. This is an early sketch. 


[Above] Mechwarrior 2 boasts many different views, including this front exterior one. The mechs are 
surprisingly detailed given the plain surfaces of the PC version, check out those rocket pods! 


[Above] Activision also have the futuristic sports 
game, Hyperblade coming out in early ’97. 


[Above] MW2 takes place in all sorts of terrains and weathers, and features high quality texture 
maps throughout. Each screen is packed with systems information. 


Fantastic news 


for PlayStation owners who want 
more mature and in-depth games 
is that Activision is converting their 
hit PC big robot shoot-’em-up to 
the PSX! 

Mechwarrior 2 is scheduled for 
release at the end of the year and 
it features 12 mechs to control and 
over 30 missions. Mechwarrior 2 
has you controlling large robots in 
tense combat situations. Each 
mech is equipped with a variety of 
weapons from rail guns, to lasers 
and missiles, and there are many 
different views such as in-cockpit 
and chase view. The key to 
succeeding in the game though is 
strategy; you can’t just run in guns 
blazing or you’re toast, and this is 
good news for console owners 
tired of the same old game styles. 
As you can see, the graphics are 
far better than the PC versions and 
we think it’s going to be massive. 


Crash 


Bandicoot may 
be Sony’s great mascot hope 
for the PlayStation, but what 
about Bubsy the Bobcat, or as 
he’s otherwise known, Bubsy 
the b****** Bobcat?! Well 
Bubsy has been brought bang 
up-to-date by publishers 
Accolade and he’s now set to 
appear on the PSX in 3-D. In 
other words, a platform game 
very much like Crash himself. A 
full review soon. 


PlayStation 


Adcall. P.0 Box 3000. London N20 9HR0 


jT” and "PlayStation” are trademarks of Sony Computer Entertainment Inc. "TouchTone service, calls are charged at 25p/min cheap rate, 39p/min at all other times (correct at Apr '96). Calls cost no more than £2 99. Please seek permission from the bill payer before making the call 
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PL^V magazi 


—(Oh 


my gosh! 



Have we got a competition for you this 


month or what! We’ve teamed up with 


those wonderful Electronic Arts people 


and have come up with one hell of a 


prize - we’re talking serious kit here 


people. To celebrate the launch of the 


highly acclaimed, 90% rated Fade to 


Black, reviewed last issue, were giving 


away nearly £1,500 worth of goodies 


including an awesome Sony video 


projection system plus several copies 


of the game itself. Imagine playing 


Delphine’s Flashback sequel, Fade to 


Black on a 60” (five foot!) screen in a 


pitch-black room, where all your senses 


are surrounded by pure PlayStation 


power. Immersive? You’ll be drowning 


in polygons! 


If you want a chance to win this 


fabulous prize, just answer the 


following three questions and complete 


the tie-breaker in ten words or less. Any 


multiple entries we find will be 


eliminated, so don’t bother. The 


closing date for competition 


entries is Friday 16 August, 


so you’d better get your 
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To WIN, answer the following questions... 



Dll 


tfJEi 


T 


1 nr 


1. Which French team developed 


2. How big is the screen on the 


3. Which superb platform game was 


the awesome Fade to Black ? 


Sony video projection system? 


the prequel to Fade to Black ? 


A) Infogrames 


A) 60 inches 


A) Flashlight 


B) Adeline 


B) 60 cm 


B) Flashback 


C) Delphine 


C) 60 mm 


C) Lightback 


Finally, complete the following tie-breaker in ten words or less 


Play has brought the light into my life because... 


Simply write your answer on the back of a postcard or a stuck-down 


envelope, together with your name and address and send it to: 


Light up my life, Play! 


» 


Play Magazine, Paragon House 





St Peter’s Road, Bournemouth 


I 


Dorset BHi 2 JS 


thf Dn LUCKY person 
HE proud owner of a s 

VIDEO ddai_ UF A S 


entries in sharpish. 



Excited? You should be... 
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Fade to Black. 
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fade to black 


competition 







. 



Please note: The editor’s 
decision is final. No 
correspondence may be 
entered into. Employees of 
Electronic Arts, Paragon 
Publishing or its suppliers may 
not enter. Multiple entries will 
be pulped and used to make 
spare projection screens. The 
closing date for the 
competition is Friday 16th 
August 1996, so get your 
entries in quicksmart. All 
winners will be notified in 
writing. A list of winners will 
be available in writing on 
request from Paragon 
Publishing at the above 
address. No cash alternatives. 
No luncheon vouchers either. 
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The Sony CPJ- 100 E and SPJ- 

N60 COMBO IS THE PERFECT 


PIECE OF KIT FOR ANYONE WHO 
REALLY WANTS TO IMMERSE 
THEMSELVES IN THE WORLD OF 

PlayStation. For all those tech- 

heads OUT THERE, HERE’S THE 
LOWDOWN ON THIS WONDERFUL 


PIECE OF KIT 


• • • 


► Works with all video systems 
(TV/VC R/C AM C O R D E r) 

► Compact Design 

► 180,000 pixel colour LCD with 
magnification 

► Easy tilt lens (0-90°) 

► Recommended projection size 

60 INCHES 

► PAL/NTSC COMPATIBLE 


► Tripod mountable 

► Supplied with replacement 

BULB, SOFT CARRY CASE, 3M A/V 
CABLE 

► High-brightness custom- 
designed SCREEN 

► Composite/S-Video inputs 

► Stereo Audio In/Out 

► Built-In speakers (2x300mW) 
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At THE END of the day 
WE ALL WANT to know 

ABOUT THE LATEST 

PlayStation software, 

and there’s no BETTER 


PLACE THAN RIGHT HERE IN 


PLAY! 
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Crash Bandicoot 

Every month we take the hottest 

game of the moment, be it at news, 
preview or review stage and go completely 
bonkers over iti Up to ten pages can be 
devoted to the game we think is going to 
be absolutely flippin massive, and 
every aspect of it will be 
explained in fulL This month. 

Crash Bandicoot, the innovative 
Sony mascot which blew 
everyone away at the E3 show. 


































We scrutinise all the games thoroughly, playing each for hours, even days, on end 
Then we all get together to discuss the review scores to make sure we get it right 
The individual reviewer also nominates their own personal categoty for each game. 



game 


100%. Here’s how the scores break down 








100 


gam 

e scores this highly it’s 
an essential purchase and 
receives the Play Classic 
logo as a stamp of 
approval. 

We recommend these 

games as they are fun, 
je for money. 

A decent, 

> *“i * 4 * * *’ * • i > 

dependable game 
which offers good value for money 
and won’t disappoint fans of the 


genre. There are some gameplay flaws, 
but nothing serious. 

These are average 
games that may be 
entertaining but are fundamentally 
flawed or don’t have any lasting 
appeal. 

Games that should be 
avoided by everyone 
except die-hard fans of the genre and 
masochists. 


Complete tripe. Avoid at all 
costs! 
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Play Icons 

These symbols are 
designed to give you vital 
information about the 
maximum number of 
players and whether or not 
you can use a specific 
device with the game. 

Special controllers such as 
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One player 
eg Proiect Overkill 


Multiple Players Steerin^Anal 


eg Tekken 2 








eg Mad Katz wheel 
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compatible 


Memory Card 
(for save games) 


Split Screen 


Unk Cable 


EG BUST - A-MOVE 2 EG NEED FOR SPEED 
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You want in-depth features on the 


latest software? You got it! 
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Wipeout 2097 


28 


DESTRUCTION DERBY 2 





MONSTER TRUCKS 


28 


Tomb Raider 


32 


Broken Sword 


36 


Andretti Racing ’97 


38 
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Challenge 





This clever little box is designed to 


show you instantly how long a 


LONG TERM HAY.. 


game will last (in our opinion) 
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WEEKS 
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MONTHS 




based on the review. The one 


CONSTANTLY 


player game On red) will more 


often than not be lower than 


FREQUENTLY 


multiple players because it’s more 


fun playing a friend than the 


OCCASIONALLY 


computer. Although it is entirely 


subjective, we hope it gives you a 




NEVER 




rough guide to a games lifespan. 


ONE PLAYER 


MULTIPLAYER 


the games 


introduction 



i 




Nobody does it better. Play revi 


are the only place you 


should turn if you want authoritive advice. Never buy a 


PlayStation game without seeing what we gave it first 


Tunnel B1 
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Actua Golf 
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Skeleton Warriors 68 


<< < 



4 


Drift King 
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A short preview and reminder of the hottest games 


2 


just before review time. 


Bedlam 
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Supersonic Racers 80 


Ragin’ Skies 
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Hyper Tennis 
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Blast Chamber 
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MotoX 


86 



Slam Jam 
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Formula 1 
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big gameYcrash bandicoot 




Bandicoot , is about to burst 
scene this October, in 


depth 


look at Sony’s answer to MARIO 

Sonic, play explores the down- 


under WORLD OF THE 


Remarka 


Absolutley remarkable. Crash 
Bandicoot , that is. When the man 
from Sony came down with a 95% 
complete version of the game, we were... 
impressed. All the hype about Crash 


specifications, they wanted to 


Bandicoot being the PlayStation’s first real produce a game that would push 


next-generation game, has been proved 
right. Just think, soon we could have 
cuddly toy Crash Bandicoots to hold at 
night, talk to when bored and duff up 
when mad. Yes dudes, our mascot is 


the technological curve in its 
genre. They outlined ten or so 
goals to strive for, technically 
and graphically, including no 
polygon pop-in, no oversized pixels 


here. And, I still can’t get over the name... from texture-map stretching, no polygon 

depth or perspective errors, no clipping 

It’s clear to see errors, rich worlds... a tough challenge. 

Dropping. That’s what my jaw was doing But they did it. And it’s amazing. 



when the Sony Guy demonstrated Crash 


It’s difficult to pinpoint precisely what 


Bandicoot , in all its technicolour glory. It makes the visuals in Crash so superlative. 


became clear why there had been so 
much hype about this game. As soon as 


Everything. The colour is cartoon-like and 
vivid. The levels are incredibly detailed, 



Name: Crash Bandicoot 
Publisher: Sony Computer 
Entertainment Europe 

% Complete: 95% 

Release Date: October ’96 


you feast your eyes on it, you’re hooked, and remain so, even in motion. Never do 


and can’t stop inspecting the glorious 
visuals. Mesmerisingly fluid and vividly 


you see a blocky pixel. Polygon pop-up is 
a thing of the past and there are no 


radiant, the graphics in Crash Bandicoot clipping errors. Streamed constantly from 


are without a doubt the PlayStation’s 


the CD as you play, the variety in the 




















































crash bandicoot 


big game 











UP AND AT ’EM CRASH! 



One of the first levels in the game sees you instantly dropped into a 3-D world where you 

MUST TRAVEL UP ‘INTO* THE SCREEN. 

1: The level unfolds as you turn the corner. Notice the 

HORIZON AND THE SUPERLATIVE DETAIL IN THE DISTANCE. 2: CRASH IS 
GETTING COCKY. ONLY RUINS TO JUMP OVER? 3: TO THE TEMPLE. 

Crates with question marks on them to reveal random 
bonuses. 4: The Aku Aku mask gives Crash a limited period of 

INVINCIBILITY. 5: WHICH WAY NOW? 6: A CHEEKY TURTLE TRIES TO 

rob Crash of his lunch money. 7: The end of the level. Next! 
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graphics is outstanding, constantly 
delivering you an entrancing visual 
banquet, and all in real-time too, none of 
this pre-rendered stuff. 

The Hokey Kokey 

Left, right, up, down, in, out, shake Crash 
all about. That’s exactly what you’ll be 
doing in the 3-D world of the Bandicoot. 
And thankfully he handles like a dream. 
The controls have been designed to be 
consistent from level to level. Not having 
several methods or timings to learn 
allows you to concentrate more 
on playing the game. 
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[Above] This platform array rotates rather quickly 
and can quite a task to cross. The whole game is 
full of mini-challenges like this, forming one part of 
a hugely taxing adventure. 
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[Above] Crash can die in several different ways. Here Crash is foolishly standing in fire. If he’s not careful he’ll 
get himself burnt to a cinder. 


CRASH BANDICOOT: 

THE STORY 

^ Crash Bandicoot is concerned with saving his girlfriend from the evil 
& Dr Neo Cortex. Cortex has created a castle fortress on three islands 
off the coast of Tasmania, and set. out to create an army of intelligent 

ANIMALS WITH WHICH HE CAN TAKE OVER THE WORLD. HE AND HIS RIGHT HAND MAN, 

Nitrus Brio have created two machines in order to create these sapient 

CREATURES. THE FIRST IS THE ‘EVOLV-0-Ray’, WHICH CREATES EINSTEINS OUT OF 
ANIMALS, AND THE SECOND IS THE ‘CORTEX VORTEX* WHICH CORTEX HOPES TO USE 
TO MAKE THEM BATTLE-READY. CURRENTLY, THE EVOLV-O-RAY WORKS PROPERLY, THE 

Cortex Vortex doesn’t. 

Crash is the most recent test run of the two machines, and as far as 
Cortex is concerned, the greatest failure. The previous tests: Ripper Roo, an 

INSANE KANGAROO, KOALA KONG, THE STALLONE OF KOALAS, AND PINSTRIPE 
POTOROO, A POTOROO WHO THINKS HE’S A GODFATHER, ARE LOOSE ON THE ISLAND, 

serving Cortex to the best of their abilities. Crash has no desire to serve 
Cortex, so he has been exiled to a distant island in the chain this evil sod 


/ * 


commands. The next test is on Crash’s girlfriend, Tawna N Cortex is 
furious, and has turned the Cortex Vortex on to maximum for Tawna. Crash 
doesn’t want to find out what this setting can do to a female bandicoot... 


[The Character] 


Main man, top dog, our hero, the eponymous 

MARSUPIAL HIMSELF. BEFORE HIS RATHER 
UNFORTUNATE ENCOUNTER WITH THE EVIL DOCTORS, 

Crash was an unassuming little bandicoot, 

HAPPY-GO-LUCKY AND SATISFIED WITH HIS LOT. 

Living on grass, he had lived an easy life * 

WITHOUT A CARE IN THE WORLD. 

Transformed by the Cortex Vortex and the evil 
Evolv-O-Ray, and plunged into a world of 

TURMOIL, DAZED AND CONFUSED, CRASH HAS HAD TO 
PLUCK UP HIS IDEAS BOTH TO RESCUE HIS VOLUPTUOUS 
GIRLFRIEND, TAWNA, AND SIMPLY TO SURVIVE. WITH 
HIS STATE OF MIND CURRENTLY RIVALLING THAT OF A 
SCRAMBLED EGG, IT’S NOT GOING TO BE EASY. 

On his romp through THIS LAND OF ADVENTURE, 

[ - 

Crash has had to learn how to handle himself 

- AFTER ALL, IT*S A HARSH AND VIOLENT WORLD OUT 
THERE. HE CAN JUMP ON ENEMIES TO DISPATCH 
THEM, OR USE A FRENETIC SPIN ATTACK TO WHISK 
THEM OFF TO THEIR MAKERS. ADD TO THIS A 
SELECTION OF POWER-UPS, SUCH AS INVINCIBILITY AND 
SUPER-HIGH-JUMPS, AND OUR PROTAGONIST IS A 
FORMIDABLE FORCE TO BE RECKONED WITH. THE REST IS UP 
TO YOU... 
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[Tawn a] 

Tawna is Crash’s little sweetheart. A buxom 

BLEND OF BEAUTY AND BRAINS, TAWNA IS LUCKY 
ENOUGH (LUCKY?) TO HAVE ONLY BEEN SUBJECTED TO 
THE INTELLIGENCE-INDUCING EVOLV-0-RAY, WITHOUT 
THE ADDITIONAL TRAUMA OF THE EVIL-ELICITING 

Cortex Vortex. Thankfully, she’s retained her 

SENSES AND HER GOOD LOOKS... 

Currently captive, held by the two doctors 

IN THEIR CASTLE OF EVIL, TAWNA SPENDS HER TIME 
TRYING TO TALK HER WAY OUT OF INCARCERATION, 
WHILST ALSO TRYING TO INSTIGATE A REVOLUTION 

among Cortex’s henchmen. Hurry Crash! Your 

BABELICIOUS BANDICOOT IS IN TROUBLE! 



[Aku Aku] 

Crash's only ally in this warped world is 
Aku Aku. A seldom seen character, Aku Aku 

IS A CREATURE UNTO HIMSELF. THE RESIDENT 


WITCH DOCTOR OF A TRIBE OF NATIVES 
HIDDEN IN A SECLUDED PART OF THE 

islands, Aku Aku occasionally 
blesses Crash with super powers. 


As OUR HERO PROGRESSES THROUGH THE ISLANDS, 

Aku Aku appears, mumbling inane warbles that 
only Crash can comprehend. Rather 

FORTUITOUSLY, HE’LL LEND OUR HERO HIS MASK ON 
OCCASION, WHICH'LL TURN OUR ‘COOT INTO AN 
INVINCIBLE SUPER 'COOT FOR A SHORT WHILE. 




This level is much more like your average platformer, with 
W your basic movement left/right and jumping. 

1: The start. A few crates to smash, and an arrow telling you 
which way to go. 2: ]ump! 3: That turtle never gives up! 4: That 

SPINNER MUST BE, ER, SPUN BY JUMPING INTO IT. IT CAN THEN BE USED 
TO JUMP UP TO THE NEXT PLATFORM. 5: SKILFUL TIMING IS REQUIRED 
TO GET PAST THESE MOVING SPIKY SHAFTS. 6: MOSS-SOILED 
PLATFORMS CAN BE SLIPPERY. 7: THOSE YELLOW CRYSTALS FORM A 
ROUTE TO A SECRET AREA. THE NORMAL EXIT POINT IS UNDER THE ARCH. 


Number [One] 





Set through 30-odd levels over The control is precise and as there isn’t 


[Dr Neo Cortex] 

Born of a family of unsuccessful travelling 

CLOWNS, THIS BITTER AND TWISTED PSEUDO¬ 
SCIENTIST HATES ALL THINGS HUMAN. EXCEPT FOR 
HIS RIGHT-HAND MAN DR N BRIO, THAT IS. THROUGH 
SCHOOL HE EXCELLED ACADEMICALLY WHILST 
FLOUNDERED SOCIALLY, AND UNSURPRISINGLY, GOT 
BEATEN TO A PULP REGULARLY BY THE OTHER KIDS FOR 
BEING SO NERDY. 

Having blown up the school with Nitrus, the 

TWO FUGITIVES SET OUT TO HUNT FOR A NEW HOME, 

AWAY FROM ANY HUMAN CONTACT. IN THEIR WAKE, THEY 
LEFT A TRAIL OF EXPLOSIONS AND ALIENATED THEMSELVES 
FURTHER FROM CIVILISATION UNTIL THEY FOUND THE 
UNCHARTED UTOPIA DOWN-UNDER WHERE THEY NOW RESIDE 


three islands, with several 
bonus areas and a wide selection of 
differently played ‘scenes’, the gameplay 
in Crash is certainly diverse. Some levels 
flow up or down the screen, some flow 
left or right, and as you’d expect, some 
flow up and down. More often than not, 


too much to learn and after a while you 
can tear through levels at full speed, 
controlling Crash instinctively. At the end 
of each level, there is a progress meter 
that informs you how much you 
achieved through it - how many delicious 
apples you’ve collected, crates you’ve 



you’ll see levels that are structured around smashed, and bonuses found. Crash has 
a mix of these elements, and more been designed so that you can finish the 


importantly, true to the game’s 3-D 
specification, Crash remains controllable 
through all three axes. 


game or complete it. By that I mean that 
you can explore the islands to the end, 
but in order to complete it properly, 
you’ll have to backtrack often to pick up 
things you’ve missed, or to access 
previously inaccessible secret areas. 

With all the hallmarks of a classic 
character-based game such as Sonic or 
Mario, translated efficiently into three 
dimensions. Crash Bandicoot is certainty 
going to turn more heads as it gets ever- 
closer to release. With a comic cast of 
characters and gameplay to suit, the 
game will undoubtedly trawl an avid 
following. With little left to do on the 
project except for tweaking the Al, 
character interaction and difficulty setting, 
the long development time is coming to 
and end, and judgement day looms. 

Rrina it nn 


[Dr Nitrus Brio] 

Born the only child of two research scientists, 
Nitrus Brio was an intelligent, if arrogant child 

WHO ALIENATED ANYBODY HE MET. EXCEPT CORTEX. 

Overshadowed by Cortex’s superior criminal mind, N 
Brio found himself downsized to a humble-if- 

BRAINY SIDEKICK WITH LITTLE SELF-MOTIVATION. 

Spurred on by his own childhood 

MISFORTUNES, AND CORTEX'S MAD GENIUS, HE 
PLOTTED WITH HIS MENTOR TO CREATE AN 
ANIMAL ARMY TO TAKE OVER THE WORLD. ON 
EXPERIMENTING ONE DAY WITH A NEW CHEMICAL 
CONCOCTION HE’D CREATED, HE TOOK AN 
OVERDOSE WHICH TURNED HIM INTO A MONSTER. 

The evil Brio Monster. 



Can I eat it yet? 

So it looks good, and is technically 
innovative, but what does it play like? 
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[Above] An extra life lies in between two crates full 
of TNT. In order to get it you must be quick to make 
sure you don't get caught by the explosion. 









































This bonus level involves traversing the tree 

TOPS USING PLATFORMS FLOATING IN MID AIR. DROP 
AND YOU GO BACK TO WHERE YOU CAME FROM. 


There are two options here, either to return to 


THE LEVEL, OR TALK TO TAWNA, YOUR LOVER. 


[Ripper Roo] 

Ripper is much more difficult to defeat. 

You MUST JUMP ON THE FALLING EXPLODING 
CRATES TO ACTIVATE THEM, AND IF YOU TIME 
IT RIGHT, THEY’LL EXPLODE WITH RlPPER IN 
THE VICINITY, CAUSING HIM DAMAGE 


THE BOSSES 

fekOVER THE 30 OR SO LEVELS, YOU’LL ENCOUNTER A BOSS EVERY SO OFTEN. THEY START OF RELATIVELY EASY TO DEFEAT, AS YOU’D EXPECT, 
W GRADUALLY GETTING HARDER AND HARDER. MUCH HARDER. POOR CRASH, ALL THESE THINGS HE HAS TO DO FOR LOVE. WE DON’T WANT TO 
SPOIL THE GAME TOO MUCH, SO HERE ARE PICCYS FOR THE FIRST THREE. 


[Papu Papu] 

Waking Papu Papu from his sleep is a 

BAD IDEA, BUT YOU HAVE TO DO IT TO GET 

PAST. He gets mad and tries to hit you 

WITH HIS STICK. SlMPLY AVOID HIS SHAFT 
AND JUMP ON HIS HEAD A FEW TIMES. 


[Koala Kong] 

Koala, living up his Kong heritage, 
throws things at you. Separated by 

LAVA, HE THROWS BOULDERS CARRIED ON A 
LITTLE MINE RAILWAY. SOME BOULDERS CAN 
BE THROWN BACK TO DEFEAT HIM. 


THAT’S TAWNA- 

Apart from hidden areas, there are of 

COURSE BONUS ROOMS. SIMILAR TO DONKEY 

Kong Country on the Super NES, in Crash 
Bandicoot whenever you collect three faces of 

THE SAME KIND, YOU GO TO THE RELEVANT BONUS 
AREA WHERE YOU CAN COLLECT PASSWORDS, LIVES 
OR OTHER POWER-UPS. THERE ARE BONUS AREAS FOR 

Tawna, Dr Cortex and Dr Brio. 


jUMP! 


WE WERE SAIUNG ALONG... 

Crash is travelling along a stream, using objects as 
rafts and logs for bridges. The water transparency is 

VERY REALISTIC. 

1: That big leaf up ahead must be jumped on whilst moving. 

AkU AKU IS CLOSE AT HAND. 2: A RATHER SAFER FORM OF TRAVEL 
SURFACE, A LOG, LIES AHEAD. 3: THAT WATERFALL DOESN’T LOOK 
TOO APPEALING. 4: EXCELLENT, AN EXTRA LIFE! Be QUICK THOUGH, 
AS THAT TNT CRATE WILL EXPLODE THREE SECONDS AFTER 

contact. 5: That big water plant will snap its jaws 

IF YOU HESITATE WHILST 

jumping on it. Another 


Aku Aku mask lies ahead. 6: 
Hah! Too early Mr Plant. 7: 


Another big log, this time 

WITH BONUS CRYSTALS 


INDICATING A SECRET AREA 
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[Above] Activating the crate with the exclamation mark on it 
transforms that rather tricky ladder... 


[Below] Into a fully panelled bridge. Careful feet are required 
to ensure you don’t plunge off the edge. 


Having collected a third Tawna icon from a 


crate, Crash is transported to the bonus level. 
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[Papu Papu] 

One of the first bosses you’ll encounter, Papu 
Papu is the chieftain of the local natives. 
Preferring to overlook the dastardly deeds of 

THE TWO DOCTORS, PAPU PAPU IS A FAT AND 
LAZY LOAF WHO LOATHES BEING DISTURBED 
FROM HIS BEAUTY SLEEP. DESPITE BEING 
A NEUTRAL ENTITY, PAPU PAPU WILL PUT 
UP A FIGHT IF WOKEN FROM SLUMBER. 

Papu Papu’s method of attack 

INVOLVES HIM WIELDING HIS STAFF AROUND IN CIRCLES. 

Slow in speed and highly predictable, Papu Papu is 

RELATIVELY EASY TO DEFEAT - SERVES HIM RIGHT FOR 
BEING SUCH A PORTLY PIG! 



[Ripper Roo] 

The first of Cortex’s experiments, Ripper Roo 

BEGAN LIFE AS A PEACEFUL WALLABY WHO 

wouldn’t harm a fly. Having been subjected to 

THE EVOLV-0-RAY AND SUBSEQUENTLY TO THE CORTEX 

Vortex, Ripper Roo’s brain has been 

SO FRAZZLED, HE*S HAD TO BE KEPT IN A 
STRAIGHT JACKET - FOR HIS OWN AND 
OTHERS* SAFETY! 

Violently insane, and in a state of 

PERPETUAL MOTION, RlPPER ROO CAN BE 
FOUND LAUGHING HYSTERICALLY AS HE 
SMASHES HIS HEAD INTO ANYTHING SOLID 

nearby. With 12 inch knife-like claws 

CHANCE ENCOUNTER WITH RlPPER COULD BE 


[Koala Kong] 

Having failed miserably in transforming 
Ripper Roo into a handy henchman, 
Cortex consequently decide to try again, 

THIS TIME WITH A TINY KOALA. USING THE 

Evolv-O-Ray again to boost intelligence, 
Cortex put the mentally advanced koala 
into the Vortex, and subjected him to an 

INTENSE DOSE OF STALLONE ACTION MOVIES. 

Complete with Brooklyn accent, slow 


MUMBLING SPEECH, ENORMOUS STRENGTH, A VAST 
SIZE, AND A FIRM CONVICTION THAT LIFE IS LIVED IN 

rounds, Koala Kong is the Rocky Balboa of 

THE MARSUPIAL WORLD, AND CERTAINLY PACKS A 

punch! 



[Pinstriped Potoroo] 

One of the doctors’ more successful experiments 

THIS POTOROO WAS SUBJECTED TO A PROGRAMME OF 

Mafia movies in the Vortex, culminating in the 
complete Godfather series. Pinstripe sidled out 
of the Vortex in a finely tailored, pinstriped, 

DOUBLE-BREASTED ITALIAN SUIT, 

PLEDGED HIS LOYALTY TO THE 

Cortex family and set out to put the 
‘house’ in order. 

Caught in a feud with the Dragon Brothers, a pair 

OF MARTIAL ARTIST KlMODO DRAGONS WHO’VE ALSO 
BEEN THROUGH THE VORTEX, THE ’COOT FAMILY AND 
THE LIZARDS HAVE TWITCHY TRIGGER FINGERS. 

Best not get caught in their crossfire. 



CRASH 

Pk It took a 

0 PUBLISHER! 


HE’S OUR PAL 


fck It took a long time to instigate, but Sony CE Europe has informed all developers and 

0 PUBLISHERS THAT ALL GAMES SUBMITTED AFTER JULY 1ST WILL NOT BE APPROVED IF THEY’VE NOT 
BEEN OPTIMISED TO RUN FULL-SCREEN FOR PAL. CRASH BANDICOOT DIDN’T FALL INTO THIS CATEGORY, AS 
THE FIRST BUILD THEY SUPPLIED WAS QUITE A WHILE AGO, BEFORE THE RESTRICTION. 

Luckily for us, the development team, Naughty Dog, in the US decided to optimise the game 

FOR PAL ANYWAY - AND HAVEN’T REGRETTED IT. ACCORDING TO HONCHO JASON RUBIN, THE PAL VERSION 
IS ACTUALLY MUCH BETTER THAN THE AMERICAN NTSC VERSION, AND RUNS AT FULL SPEED WITH NO LOSS 
IN QUALITY. IF ANYTHING, DUE TO THE HIGHER RESOLUTION AND BETTER TV COLOUR SYSTEM, THE PAL 
VERSION IS SUPERIOR IN EVERY WAY. HOORAH FOR PAL! 




TO BOULDER-LY GO 

AS SOON AS THIS LEVEL STARTS, INDIANA BANDICOOT HAS TO RUN 
ALL THE WAY DOWN SCREEN IN ORDER TO ESCAPE THE BOULDER. 

1: Aaaaargh! Jump the chasm. 2: Momentary solace as Crash 

REACHES A STOPPING POINT. MORE BOULDERS TO COME... 3: RUN 

Bandi, run Bandi, run, run, run! 4: Darn, them jumps are 

GETTING HARDER. 1 5: BOULDER NUMBER THREE, AND FASTER AND 
KEENER THAN EVER. 6: CRASH DECIDES TO HAVE A MID-LEVEL 

tantrum. Notice how you stay in the middle of the screen, 

GIVING YOU TIME TO REACT TO THE JUMPS. 7: CRASH LOOKS A LITTLE 


PERTURBED AND PENSIVE, THANKFUL TO BE ALIVE. 
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PIGS MIGHT FLY 



Another quick reflex level involves Crash riding bareback 

ON A WILD BOAR. SQUEAL LITTLE PIGGY! 

1: Crash relishes the prospect. Ahem, of resting his legs, that 
is. 2: The hog travels at quite a pace, with Crash’s legs 
flailing. 3: Timing for jumps is critical, especially later on, 

WITH SEVERAL CONSECUTIVE OBJECTS TO PASS. 4: UP THE STAIRS, OR 
I’LL HAVE YOUR BACON. 5: NATIVES DO THEIR BEST TO IMPEDE YOUR 

progress. 6: That big bongo drum up ahead can spring you 

HIGH TO CLEAR LONG CHASMS. 7: THE HOG RUNS FASTER IN AN 
ATTEMPT TO ENSURE HE DOESN’T END UP ON A SPIT LIKE HIS COUSIN. 
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60 MASSIVE, STRATEGIC MISSIONS. 

8 THUMPING DIGITAL STEREO MUSIC TRACKS 
BLISTERING 3D GRAPHICS. 

UNIQUE (ANY ANGLE) CAMERA VIEWS. 


UP TO 10 WINGMEN, AIR-TO-AIR & AIR-TO- 
GROUND MISSILES, LASERS, MULTI-MISSILES, 
MEGABOMBS, AIRBOURNE MINES, EXPERIMENTAL 
FIGHTER CRAFT. 



For further information contact this office: 

Telstar Electronic Studios Ltd. The Studio, 62-64 Bridge Street, Walton-on-Thames, Surrey KT12 1AP. 

Tel: 01932 222 232 Fax: 01932 252 702 
website: www.telstar.co.uk email: 100622.3702@compuserve.com 
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THE WAKE of the Olympics, some of the top gold medalists in the 

world, including Linford Christie, Sally Gunnell, Colin Jackson and Roger Black, will be 
heading for sunny Sheffield on 25 August to take part in the traditional parade of 
champions, The McDonalds Games. 

As a treat for our loyal readers we’ve got hold of a pair of these gold dust-like 
tickets courtesy of the athletic types at US Gold! What’s more, to fully enjoy the 89% 
rated PlayStation spectacular that is Olympic Games, we’re also giving our first prize 
winners (and three runners-up) a Sony Multi-Tap and two joypads. That’s right, buy 
the game, get your mates round and thrash them stupid at the 400M, swimming, 
fencing and other finger-straining events. 




away 



TO BE IN WITH A WINNING CHANCE, SIMPLY ANSWER THE 
FOLLOWING QUESTION CORRECTLY AND YOU COULD BE ON 
YOUR WAY TO SUN, FUN AND ATHLETICS GALORE: 

What is current Olympic 100m champ Linford Christie 
famously known for? Is it: 

[A] His toolbox [B] His lunchbox 
[C) His jack-in-the-box 

Write your answer on the back of a postcard or a 
stuck-down envelope, together with your name and 
address and send it to: 




Going for Gold! 

Play Magazine 
Paragon Publishing 
Paragon House 
St Peter’s Road 
Bournemouth BHi 2JS 
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Please note: The editor’s decision is final. No correspondence may be entered into. Employees of Paragon Publishing or its suppliers US Gold/Eidos Interactive may not enter. In fact even if they use a cunning pseudonym, disguise their handwriting or post 
their entries from another country, we’ll still spot ’em. The closing date for the competition is AUGUST 11TH (NOT LONG!!!) 1996. All winners will be notified in writing ’cos no matter what Bob Hoskins reckons we’ve still got to pay the phone bill every 
month and it’s costing us an arm and a leg. A list of winners will be available in writing on request from Paragon Publishing at the above address. No cash alternatives. Or sob stories, thanks... 










































THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY !! 


ALL HIUIIMCLUDI VAT. 




THE WORLD'S MOST 

BRITAIN'S LOWEST PRICE 
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ALL PLAYSTATIONS COME WITH 
ONE SONY PAD , A PLAYABLE DEMO 
CD FEATURING 6 GAMES AND A 

FREE CARRY CASE! 

PRICES INCLUDE mi NEXT DAY DELIVERY 
TO MOST AREAS IN THE UK (subject to stock) 
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Motocross Int'l due Sept Blazing Dragons due Aug Jumping Flash 2 due Aug 
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due Jay Top Gun due july 
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UNBEATABLE SERVICE GUARANTEE All machines bought from 
Gameplay are fully guaranteed by Sony and we offer full after sales 
support. If your machine develops a fault within the guarantee period 
we will COLLECT IT FROM YOUR DOOR FREE OF CHARGE 


MR m l sm 




OVSRKILL DUE AUGUST GiNSO SuiKODEN DUE AUGUST FI DUE JULY 


Raging Skhs due Sept 


SONY PLAYSTATION & Actua Soccer .£212 

SONY PLAYSTATION & Doom or Alien Trilogy .£212 

SONY PLAYSTATION & Streetfighter Alpha .£212 

SONY PLAYSTATION & Ridge Racer Revolution .£215 

Buy an RGB Scart Cable at the same time as a playstation for just. 

Buy a Memory Card at the same time as a playstation for just. 

Buy a Second Pad (replica) at the same time as a playstation for just... 

Buy a Link-up Lead at the same time as a playstation for just. 
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Bust A Move due July Frank Thomas 


due july Tunnel B1 due Sept 




Burning Road due July Heart of Darkness due Sept Resident Evil due August 
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AUEN TRILOGY 


ADIDAS POWER SOCCER 


UK PLAYSTATION GAMES 

Frank Thomas Big Hurt Baseball. £36.99 

Fight•••••••••••••••••••••#•••••»•#••• 3* 

Gex.£29.99 

Goal Storm. £35.99 

Gunship 2000.£33.99 

Hi Octane. £29.99 

Impact Racing. £37.99 






3D Lemmings.£34.99 

Actua Golf.£36.99 

Actua Soccer.£36.99 

Adidas Power Soccer.£37.99 

Agile Warrior.£35.99 

Air Combat.£36.99 

Auen Trilogy.£35.99 

Alone In The Dark 2.£34.99 

Aquanauts Holiday.£37.99 

Assault Rigs.£35.99 

Blam! Machinehead.£CALL 

Braindead 13.£32.99 

Bust A Move 2.£32.99 

Cheesy.£35.99 

Chessmaster 3D.£34.99 

Chronicles Of The Sword.£36.99 

Criticom.£36.99 




INT'L TRACK A FIEU) o MA_^ ^ 

a. Track & Field.£35.99 
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ALONE IN THE DARK 2 
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DESTRUCTION DERBY 


GK CARPET 

International Track & 

Johnny Bazookatone.£35.99 

Jumping Flash. £35.99 

Kileak The Blood.£31.99 

Konami Open Golf (Links).£36.99 

Krazy Ivan.£36.99 

Loaded.£35.99 

Lone Soldier.£27.99 

Magic Carpet Plus.£35.99 

Mickey's Wild Adventure.£36.99 

Mortal Kombat 3.£39.99 

Myst.£37.99 

Namco Museum Volume 1.£37.99 

NBA in the Zone. £36.99 

NBA Jam Tournament Edition .. ..£28.99 


SIAM N JAM '96 

Rayman .. v ... £36.99 

Rimhnt Ivil (dub august) ..£38.99 

Return Fire.£35.99 

Return to Zork.£CALL 

Ridge Racer.£36.99 

Ridge Racer Revolution.£37.99 

Rise 2 - The Resurrection.£36.99 

Road Rash.£36.99 

Sampras Extreme Tennis.£36.99 

Shadow Warrior.£37.99 

Shell Shock.£37.99 

Shockwave Assault.£33.99 

Slam n Jam '96.£33.99 

Space Hulk V.O.T.B.A.£36.99 
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ASCII Arcade Joystick. £45.99 

ASCII Specialised Joypad - with turbo-fire. 

auto-fire & slow motion functions .£23.99 

Mouse .£24.99 

Multi Tap .£28.99 

Sony Joypad.£23.99 

Phase 9 Cyclone Pad ergonomically 
designed pad with extra turbo-fire, 

auto-fire and slow motion .£16.99 

PSXII Joypad Britain's best-selung repuca PSX 
joypad. Includes Auto-fire, Turbo-fire & Slow 

Motion functions .£19.99 

Joypad extender cable.£8.99 


OTHER ACCESSORIES 


MEMOS r CARD 


.JULY/AUGUST 
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SPACE HULK 
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Cyberia.£34.99 

Cybersled.£27.99 

p £28.99 

Da vi s C u p Te nn is '! *.*.*.* *!'.* .*! ."! *.*.*.* .*"*.*.*.”£36.99 

Dawn Of Darkness.£34.99 

Deadly Skies.£36.99 

Defcon 5.£34.99 

Descent.£33.99 







•TARBLADE ALPHA 

(Tarfighter 3000 

iTREETFIGHTER ALPHA 

iTRIKER '96. 
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NHL POWERPLAY 


NEED FOR SPEED 





►WAGMAN. 

EKKEN. 

Theme Park. 

Thunderhawk 2 
Tilt 


GUNSHIP 2000 LOADED 

Destruction Derby .£36.99 

Discworld.£35.99 

Doom. £34.99 

ESPN Extreme Sports. £36.99 

Extreme Pinball.£36.99 

Fade To Black.£36.99 

FIFA '96.£25.99 

Formula 1.£37.99 




£25.99 



ACTUA SOCCER FIFA SOCCER 


NAMCO MUSEUM 


RIDGE RACER REVOLUTION STREETFIGHTER ALPHA 

NBA Live '96.£36.99 

Need For Speed.£36.99 

NFL Gameday.£37.99 

NFL Quarterback Club.£33.99 

NHL Face-Off.£37.99 

NHL Powerplay Hockey.£37.99 

Off World Interceptor.£26.99 

Olympic Games.£35.99 

Olympic Soccer.£35.99 

On-Side.£36.99 

Parodius.£37.99 

Panzer General.£34.99 

PGA Golf '96.£31.99 

PO'ed. £CALL 

Primal Rage.£35.99 

Pro Pinball The Web.£35.99 

Psychic Detective.£36.99 

Raiden Project.£32.99 

Raven Project.£CALL 


Top Gun... 

To Shin Den 2. 

Total NBA '96. 

Transport Tycoon Deluxe... 

True Pinball. 

Twisted Metal. 

Victory Boxing. 

Viewpoint. 

Virtual Golf. 

Virtual Open Tennis. 

Warhawk 

WWF Wrestle Mania' ” ” ”.! 
Wipeout. 

Wing Commander 3. 

World Cup Golf. 

^VORMS 

X Com : Enemy Unknown !! 

X Men Children of the atom 

Zero Divide. 


£34.99 
£36.99 
£34.99 
£31.99 
9.99 
9.99 
£33.99 

37.99 

32.99 
£34.99 
£37.99 
£37.99 
£33.99 
£33.99 
£36.99 
£36.99 
£36.99 
£36.99 
£36.99 
£29.99 
£31.99 
£35.99 
£36.99 
£33.99 
£33.99 
£29.99 
£35.99 
£34.99 


Sony/Datel Memory Card.£19.99 

Datel 120 slot memory card (8 times bigger)....£29.99 
RGB Scart Cable * improves sound & picture quality. 
Allows you to connect your psx to a speaker/Hi-Fi 

system.£12.99 

AV Scart Cable improves sound quality only..£7.99 

Unk-up Cable.£13.99 

Repiacement RF Lead. £14.99 

Datel Action Replay Pro - just 

IMAGINE INFINITE UVES, EXTRA LEVELS, 

INVINCIBILITY, MORE POWER... THE 
ACTION REPLAY PRO CONTAINS 100S 
OF BUILT-IN CHEATS FOR ALL PSX 
GAMES TO REALLY LET YOU GET THE 
BEST FROM YOUR GAMES. YOU CAN 
ADO MORE CHEATS (FOR FREE!) AS 
NEW GAMES ARE RELEASED.£45.99 
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WING COMMANDER 3 


X-MEN 


MAD CATZ GAMESTER 
STEERING WHEEL 

COMES COMPLETE WITH GEARSTICK AND 
FOOT PEDALS. SUITABLE FOR USE WITH 
ALMOST ALL DRIVING AND FLIGHT GAMES, 

eg Wipeout, Need for Speed, Ridge 
Racer Revolution, Air Combat, 
Assault Rigs, Formula 1, etc 






BUY A MAD CATZ 
STEERING WHEEL 
AND GET £5 OFF 
ANY DRIVING GAME 


FOLLOWNG IS A UST OF PROVISIONAL RELEASE 
DATES FOR FORTHCOMR4G RELEASES. PLEASE 
REMEMBER THESE ARE INTENDED AS A GUIDE 
ONLY AND WE CANNOT BE HBD RESPONSIBLE 
FOR ANY CHANGES OR DELAYS. 

Actua Goif.END JULY 

AIV Evolution Global.SEPTEMBER 

Aquanauts Holiday.END JULY 

Atlanta '96.END JULY 

Blazing Dragons.EARLY AUGUST 

Braindead 13.JULY 

BustAMove.END JULY 

Cheesy.19th JULY 

Chronicles Of The Sword.AUGUST 

Crash Bandicoot ..SEPTEMBER 

Darkstalkers.END JULY 

Deadly Skies .. 

Die Hard Trilogy, 

Fade to Black.....5th JULY 

Firo & Gawd_MID AUGUST 

Frank Thomas Big Hurt Baseball ...JULY 
Genso Sukooen .AUGUST 

Hexen.AUGUST 

Hornb> Owl __.AUGUST/SEPTEMBER 

NHL Hoocey '96 ................SEPTEMBER 

Micro Machines 3...—.—...SEPTEMBER 
Motocross Intrnationm. ....SEPTEMBER 

Offensive...1 9th JULY 

Foucenauts.JULY 

Project Overkki. .SEPTEMBER 

Raging Skies......SEPTEMBER 

Raw Pursuit.EARLY JULY 

Resident Evil.AUGUST 

Sampras Extreme Tennis.JUNE/JULY 

Sim City 2000.. AUGUST 

Soviet Strike. NOVEMBER 

Space Hulk.5th JULY 

Steel Harbinger.EARLY AUGUST 

Synidcate Wars.AUGUST 

Tikken 2.OCTOBER 

Time Commando.AUGUST 

Top Gun.19TH JULY 

Transport Tycoon.19th JULY 

Tunnel B1.SEPTEMBER 

Viewpoint.MID JULY 

Viper.28th JULY 


PLEASE RING TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK & SOME GAMES MAY NOT HAVE BEEN RELEASED 


SO, LIKE, WHAT’S THE POINT OF 
THIS FREE CATALOGUE THEN? 

Well, it's got news, reviews, free gifts, 
competitions, puzzles, letters, really 
cheap games, new releases, cheats, and 
more stuff like that. And it's FREE! 

WHAT THE HELL ELSE DO YOU WANT? 

GET YOUR FREE GAMEPLAY CATALOGUE HERE. 

JUST ASK WHEN ORDERING. 


019214 473157 

sales hotlines 

OPEN SEVEN DAYS A 


FAX ORDERS ON • 

01924 420060 

(24 HOURS A DAY) 


0 

0 


0 


LINES OPEN 9on - 8pm MONDAY - FRIDAY, 

10am - 7pm SATURDAY, 10am - 4pm SUNDAY. 
ANSWER PHONES ALL OTHER TIMES. 

ORDER BY CREDIT CARD, CHEQUE, POSTAL 
ORDERS OR CASH (PLEASE SEND CASH IN A 
REGISTERED ENVELOPE FOR YOUR OWN 
PROTECTION) SORRY. NO CASH ON DEUVERY. 

NO QUIBBLE EXCHANGE POLICY - IF YOU 
ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 HOURS 
OF RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
WILL SWOP IT FOR ANOTHER ITEM (THIS 
APPLIES ONLY TO ITEMS LISTED IN OUR 
MOST CURRENT ADVERTS AND EXCLUDES 
ITEMS BOUGHT SPECIALLY TO ORDER) 




0 


0 


ORDER WITH CONFIDENCE FROM ONE Of THE 
LARGEST DISTRIBUTORS IN THE COUNTRY - OVER 
500,000 PIECES OF SOFTWARE SUPPLIED SO FAR! 

WE PROVIDE ONE OF THE FASTEST DEUVERY 
SERVICES AROUND, 2-3 WORKING DAYS 
MAXIMUM ON GAMES, NEXT WORKING DAY 
ON MACHINES (PLEASE ALLOW 7 DAYS FOR 
CLEARANCE IF SENDING A CHEQUE A CALL TO 
CHECK AVAILABILITY BEFORE ORDERING) 

I ST CLASS DEUVERY FREE OF CHARGE TO 
U K. MAINLAND. OPTIONAL NEXT DAY 
DELIVERY £4.00. PLEASE ORDER BEFORE 
3PM TO ENSURE IMMEDIATE DESPATCH 

1000'S OF TITLES AVAILABLE, IF YOU CAN'T SEE 
THE ITEM YOU WANT, PLEASE RING AS STOCK 
ARRIVES DAILY SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL GAMES MACHINES AND A 
HUGE RANGE FOR PCs. 




Cut out this order form and post to: 

GAMEPLAY, 513 BRADFORD ROAD, 
BAILEY, W. YORKSHIRE WF17 8LL 


Item description 


Price 


n 


i 
i 
i 
i 
i 
i 
i 

L. 


Name:.Customer No 


Address 


Postcode 
Tel:. 


~ Postage is 

Signature! . overseas 

NEXT DAY 



l games 
.50 per 


shipped within the U.K. 

software item. Optional 


for all 

- £2.ou per 

RY available for £4.00. Please 


P&P 


order before 3pm to ensure immediate despofchYOYAL 


Cash □ Cheque □ Postal Order □ Card □ 






£ 


£ 


£ 


£ 


£ 


£ 


£ 


£ 


Cheques payable to 'Gameplay 1 . 

correct at lime of going to press. E A OE. 


Card No. □□□□□□□ 



□□□□□□ Expiry Date Issue No. □□ 
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workstatiorT^wipeout 2097/destruction derby 2/monster trucks 
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In the GAMING community, PSYGNOSIS is being 
ACKNOWLEDGED as the LEADING PlayStation 
firm. With a KILLER Autumn line-up on the way. 

Play dons the trench coat of Investigative 

JOURNALISM AND GOES SCOOP-HUNTING . 

Wipeout 2097 , Destruction Derby 2 

and Monster Trucks - can you have too 

much of A GOOD THING? 


CQ 
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oc 
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Psygnosis and race games? 
Formula 1 is scheduled for 
September, Wipeout 2097 for 



28 


October, Destruction Derby 2 for November and 
Monster Trucks for Christmas. What a bunch of 
boy racers! Formula 1 you can read about 
elsewhere in this issue, so let’s get straight into 
Wipeout/Destruction sequel heaven. 

Readers of last month’s issue will already 
have seen the shots which had us gibbering like 
chimps when we clapped eyes on them, it really 
does look superb. Mind you, that was never 
really in doubt, was it? But just so you know, 
the same consultants that helped produce the 
cool look of the original, the Designers 
Republic, have been hired again, and even more 
money has been invested in the thumping 
soundtrack. 

But first, let’s clear up this name business, 
Wipeout 2097, that’s just asking to have the 
mickey taken out of it. 

“We felt that if we defaulted to the standard 
Wipeout 2 it would not be in keeping with the 
Wipeout brand, as the game is all about being 
different and alternative. 2097 also represents 
the futuristic advancement of the game,” says 
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Wipeout, 
difficult? 
Surely not. 

“ Wipeout was seen as 
too difficult for a 





5? 

QJ 


producer Andrew Satterwaite. So with that name beginner,” Andrew concedes to us, “so to tackle 


C 

QJ 
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question out of the way, what’s different? Well, 
Wipeout 2097 features arcade styling, which 
means checkpoints, shield damage meters and 
pit lanes. Also, a much bigger role has been 


this we’ve changed a lot of the enemy dynamics 
and introduced checkpoints so that beginner 
players have a realistic short term goal, rather 
than the daunting prospect of starting the race 


CD 
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created for weapon-usage. You can now actually in eighth and after three or four goes, feeling 
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Publisher: Psygnosis 
Developer: Reflections 

% Complete: 5 5 %.j. 

Release Date: 



Origin: UK 
No of Players: 1-2 
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blow rivals out of the air, and they don’t come 
back. Unfortunately, the same applies for you. 
Moreover, the team has included an energy bar 
which diminishes every time you take a hit or 


they’ll never get to first place! Which can really 
try some people’s patience!” 

True enough. The name of the game this time 
around is to make Wipeout more varied in its 



bump into a wall. It can be refreshed by nipping feel, and to that extent Psygnosis has now 


•• •• 



into the newly-installed pit lanes, or by an on¬ 
screen icon, but if it reaches zero your race 
comes to a sudden, abrupt and very definitely 
final end. 


added two new classes, Vector and Phantom to 
the existing, Venom and Rapier. The former is 
designed for those who found the original too 
hard, it’s a nice and easy get you into the game 
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[Right] I'm gonna git 
you sucker. Hadn't he 
heard about the new 
weapons In Wipeout 2097I 
Silly to fly straight in front of 
me If he had. 
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affair whilst the latter, 
secret class is promised 
to be about half as quick 
again as Rapier. Now 
that’s fast. 

Also, it loads quicker, the 
number of rivals has gone 
up to 12 and more weapons 
are included (missile, rockets, 
electrobolt, thunder bomb, mines, 
turbos, an autopilot(l), plasma bolt and 
emergency e-pak to replenish energy). The star 
here is the brilliant earthquake weapon which 
causes the track ahead to buckle and sends 
flame scorching down ahead of you, causing 
massive damage to rivals ahead. 
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[Above] Controls in Wipeout 2097 are a lot tighter, making the 
craft substantially easier to control. Having to use the air 
brakes and tilt the craft helps make sure it feels different to a 
straight car racer. 


lOoctt 







“We’ve also provided the player with the 
option of ditching a weapon without activating 
it, and cut down on the number of weapons 
grids, so they’ll have to be used with more 
thought,” adds Andrew. 

There are eight completely new circuits 
(two of them are hidden in the game) 
featuring impressive animated scenery 
such as a monorail and even weather 
effects. 

Clever, clever 

As you’d expect the Al of the CPU 
opponents has been enhanced, with a 
series of variables relating to weapons 
and racing ability given to each. So, 
instead of that feeling that your craft 
was the only one actually racing, and 
the others were there merely to get 
in the way, you should feel that 
everything is decidedly in the way, 
and trying to stop you to boot. 

All teams - AG Systems from Japan, Auricom 
Research from the USA, Qirex from Russia and 
FEISAR from the European Consortium - have 
individual craft designs/textures and there is a 
hidden newcomer to the F5000 league, but you’ll vertical and the horizontal whilst rolling and 
have to wait to discover pitching like an aircraft, splitting the screen 

who that is. Although, thinking along the lines would restrict the players view by too much 

making it very difficult to judge corners and 

jumps.” 
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Did you know that after the 1995 Fi championship. 


Damon Hill could be found playing Wipeout and blowing rivals 
out of the air and yelling "Cut me up now you German 
swine.” Strange that. 


possible. 

“With a game like Wipeout 2097, that relies 
very much on being able to see both in the 


of how you get the black car in Ridge Racer 
should put you on the right lines. 

The only thing missing is a split-screen mode, 
but it appears the team thinks this just isn’t 


Ah well, even Wipeout 209/5 not perfect 
then. Not quite, anyway. 
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“Splitting the screen 
would restrict the 
player's view, 
making it difficult to 
judge corners and 

jumps." 
Andrew Satterwaite, 

Reflections 
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SOFTOGRAPHY 

PSYGNOSIS: 

Wipeout (Sep '95) 

Destruction Derby (Oct '95) 
Discworld (Oct '95) 

3D Lemmings (Oct '95) 
NovaStorm (Nov '95) 

* Ot w.. / 

Krazy Ivan (Feb '96) 

DefCon 5 (Mar '96) 

Assault Rigs (Apr *96) 
adidas Power Soccer (June *96) 
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Destruction Derby 2 looks like the best 
thing since someone had the idea of 
taking a knife to a loaf and then 
wrapping it up in Mothers Pride packaging. If 
Wipeout was a good idea, then the original 
Destruction Derby was a fantastic strike of 
inspiration - stock car racing with flying bits of 
wreckage. Fan-tas-tic. 

“After completing DD we realised that it was 
possible to take the game much further than we 
did with the time available on the original,” 
admits boss Martin Edmondson. 

“Doing a sequel also gives us a chance to 
address some of the criticisms directed at the 
first one and apply some of the new tricks 
we’ve learnt on coding with the PlayStation. 
During the development of DD we learned many 
new things which we simply didn’t have time to 
exploit in the original.” 


You’ve done what? 
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[Above] Whooah baby, I'm out of control! Somebody stop me! Yup, here’s proof of the all-new, 
sensationally sexy, knock the sods on the head, roll-over feature. As applied to me, unfortunately 


Check this out for improvements: all the new 
crashes have real-time flips, rolls, cartwheels 


too. In addition to just smoking, DD2 cars can 
now catch fire and explode. Also, scraping the 


and after a big crash the cars can now flip and car along the barriers throws up a shower of 

roll, causing damage to the roof and everything, sparks! Suffer, a very hard front end shunt and 


This is calculated for each car in real time 
(unlike games such as Daytona USA on the 
Saturn, which have a pre-set sequence). 


For this reason no two crashes will ever look doesn’t put you out of the race, but does make 
the same. Usually a car will flip after another car life very difficult indeed. 


smashes into the side; sending it tumbling 
down the track and earning extra points. As a 
driver comes tearing round a bend he may 


have the added hazard of a stricken car left the better is the work being carried out on the 


on its side or even its roof!” 

The effects have been 

spiced up that 
k. little lot 



the bonnet goes flying into the sky, exposing the 
engine below whilst a rear end smash loosens 
the boot and even wheels can go flying off. This 


Track attack 

As we said last issue, one massive change for 


tracks, which are now up to eight times longer 
with much more interesting scenery and even 
have hills and banked corners. 

“That’s right," chips in Martin. “For this we 
had to re-write the handling of the cars to take 
account of jumping off hills and dips, and rolling 
correctly on the banks. The tracks in DD2 
make the originals look very simple, but at 
the time of writing DD our main concern 
was keeping the speed up, with 20 cars 
on the screen at any one time. The 
knowledge we have gained since then, 
and applied to DD2 has allowed 
considersbly more complex scenery.” 
Another killer effect, and many are being 
put in, is the jumps. Imagine scorching 
into a cross-over point, taking off, going 
over one car and clipping another going 
the opposite way, sending it through 360° 
and onto its roof. Not bad! 

There’s better suspension, the cars 
dynamics are much improved, making for 
much more realistic power sliding and 
counter-steering. Not to mention, the 
better lighting effects, and, wait for it, pit 


“During the 
development of DD 
we learned many 
new things which 
we simply didn’t 
have time to 
exploit in the 
original. DD2 

pushes the 
machine much 
harder than the 
original.” 

Martin Edmondson, 
Reflections. 
























































































[1] Early doors still in the rendering 

PROCESS HERE. REFLECTIONS FIRST CREATE A 
WIRE FRAME OF EACH CAR, SHAPING WHICH 
POLYGONS GO WHERE. 


[2] After that it’s time to add some 

SUBSTANCE TO THE FRAME. THE RESULT IS THIS 
RATHER COMEDY TOY STOCK CAR LOOK, BUT AT 
LEAST WE’RE GETTING THERE. 




[3] And here we are, ready to rumble in the 

SUPED-UP SEXY 22 DEATH MOBILE, AS IT’S 
KNOWN AROUND THE PLAY OFFICE. LOOK AT 
THAT GLEAMING BODYWORK. 


[4] Of course, after a few races or two 

THAT TOOTHPASTE SHINE OF THE BODYWORK IS 
FRACTURED A LITTLE BY ALL THE BUMPS CAUSED 
BY THE HURLY-BURLY OR WRECKIN' RACING. 


lanes. Never was there a game that needed pits 
more badly than Destruction Derby . After a few 
minutes wrecking you can pull into the pits and 
work on the major areas of the car dents, which 
can be squeezed out of the front, doors and rear 
in a timed stop. 




^ The THIRD BAR OF THE PSYGNOSIS CHIMING CAR 
W TRIANGLE IS REFLECTIONS’S SECOND MAJOR PROJECT 
FOR THE REST OF THE YEAR, CODE-NAMED MONSTER 

Trucks. It lines up head-to-head against Gremlin's 
Gears V Guts 4 X 4 , featured exclusively in this 
month's PlayStation Wired. Gamers can opt either 

TO GO FOR ARENA ACTION IN THE FORM OF STUNT 

Challenge, which includes car-crushing challenges 

WHERE TRUCKS COMPETE AGAINST EACH OTHER TO CAUSE 
THE MOST POSSIBLE DAMAGE TO A BUNCH OF SACRIFICIAL 

Escorts and the like or have a crack at the Long 
Distance Endurance Rally, which involves racing a 

PICK-UP TRUCK ACROSS A LANDSCAPE THAT WASN'T 
EXACTLY BUILT WITH THE INTERNAL COMBUSTION ENGINE IN 

mind. We're talking sand storms, blizzards, misty 

FORESTS AND WIDE OPEN DESERTS IN EITHER PICK-UPS OR 
LOW-SLUNG BUGGIES. NOT TO MENTION SHORT TRAINING 
AND RACING CIRCUITS, TIME TRIAL CHALLENGES. WORK IS 
STILL AT AN EARLY STAGE, BUT THE CAR MODELS WE*VE 
SEEN LOOK THE BUSINESS, AND WITH EFFECTS SUCH AS 
DUST CLOUDS, WATER SPRAY, LENS FLARE, FOR AND 
CHANGING WEATHER CONDITIONS, MT IS ONE WE*LL BE 
CASTING AN EXTRA-SPECIAL EYE TOWARDS OVER THE NEXT 
FEW MONTHS. 



Publisher: Psygnosis 
Developer: Reflections 

% Complete: 30% 


Expected Release Date: - 

January *97 






Death to caravans! 

Again though, there’s no split-screen option. 
Again though, the team has a plausible reason 
for this. 

“Split-screen would be impossible for us to 
implement in DD2. A split-screen game has to 
calculate the screen scene twice (once for each 
player) and then display twice as many polygons 
since there are two possible views.” 

Oh well, never mind. It still looks the mutt’s 
nutts though, and check out this idea for 
wierdness. “One of the daftest cncepts we’re 
currently thinking about is that of towing a 
caravan/trailer. The idea of the game will be not 
to win the race or even wreck your opponents 
cars, but to destroy the caravans. They will have 
to effect the handling of the car properly, ie act 
like a heavy pendulum swinging off the back 
end of the car.” 

Caravan racing? Good grief, whatever 
will these boys come up with next? Can’t 
wait to find out! 
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Abovf Like Gremlin’s off*road game, you get 
to drive alt over the countryside. 


[Above’ But there’s also a stadium gig where 
you get to crush cars. Nice lens flare. 
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VE BEEN AFTER THIS BABY FOR 


CAME 


Tomb Raider from Cof 

unveiled EXCLUSIVELY to 


READY to be 


READERS 


DANGLY 


ONTO YOUR HATS AND ANY OTHER 
OBJECTS BECAUSE THIS IS THE BEST PSX GAME YET! 


~ j x I blow raspberries 

V I l — P 3 h ! ) in its general 

___ y direction. It may 

have blood, zombies and corny acting, but it’s 
not exactly speedy is it? Well Core Design has a 
new game and it’s going to wipe the rapid froth 
from RE’s lips and then kick it into touch. It’s 
called Tomb Raider, and if it isn’t the best 
PlayStation game so far then I’m quite willing to 
park my new sports car underneath a canopy of 
weak bladdered seagulls. Trust me on this one. 

Here at Play we rarely give our front cover to 
just anything. We have had Dark Forces, 
Resident Evil, Soul Edge and now this month, 
Tomb Raider. Mammoth games all, but why 
should you be getting all excited over this 
hither-to unknown game? Well if I said that it is 
bigger, faster, cleverer, contains more traps and 
puzzles and has a better looking central 
character than Resident Evil, then you’d be 
surely interested, right? And then if I followed 
up with the fact that it’s gorgeous to look at, 
contains ten huge levels filled to the brim with 
fiendish goings on and incredible polygon 
creatures, and it’s as playable as Mario 64, then 
if you’ve got any sense you should be reaching 
for your chequebook. 


plants or snakes. There’s even a chance to 
practice your moves in Lara’s stately home before 
embarking around the world. 

The game is played in third person 
perspective, which basically means Lara is 
directly in front and slightly below you in the 
game, and this affords a wider vista so that 
you can see the enemy approaching. Like 
Fade to Black though, as you wander 
through the catacombs, the camera moves 
dynamically depending on your pad inputs, 
and there’s scope for standing on the edge 
of a precipice and orientating the camera 
so that you can see the chasms below. In 
fact, for an explorer, you have everything 
you need, and add to that a bomb-proof 3- 
D game engine and you’ve got a playing 
environment that’s utterly convincing. As this 
is an exclusive look at the game (and we have 


Hello boys! 

Tomb Raider is a 3-D adventure game featuring 
the English explorer, Lara Croft, who’s lifelong 
quest is to find an artefact called The Scion. To 
do this she must explore ten labyrinths found all 
over the world (from ancient Greek to Aztec and 
Egyptian) and in each there are many puzzles to 
solve and slavering beasts to conquer. It’s no 
place for a girlie you might think, but Lara’s 
made from tougher stuff than most, and to help 
her she has a pair of rapid firing pistols, a torch, 
Swiss army knife, ball of twine, and quite the 
most lethal pointy breasts this side of Madonna! 
Lara is well equipped to deal with any situation, 
be it creepy old Nazis, cackling Frenchmen, 
grizzly bears, wolves, crocodiles, man-eating 


Publisher: Core Design 
Developer: Core Design 
% Complete: 50-60% 


[Above] This is one of the human characters from the game, a beefy 
lumberjack bloke with a large gun. The human enemies in Tomb Raider 
track you using their line of sight. If you hide, they can’t find you. The 
wolves however can smell you out! 


Expected release date: 
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“I’d say she [Lara 
Croft] is more 
Sandra Bullock 
than Pamela 
Anderson; feisty, 
but with a brain.” 
Toby Gard, Core 

Design 


DO YOU FEEL 
LUCKY, PUNK? 

The targeting system in TR is 

VERY CLEVER. IF YOUR OPPONENT IS 



IN THE HOT SPOT, BOTH GUNS WILL SNAP 
TO IT, OTHERWISE EACH ARM WILL LOCK 
TO THE CLOSEST TARGET WITHIN THE 


RANGE OF ITS OWN FIELDS. 
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' ao^ve] Whoah - taken by surp 
position, and remember, no motion 
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an exclusive review as well!), I had better talk to 
the team behind the game: Toby Gard (lead 
artists/originator), Paul Douglas (PSX 
programmer), Neil Boyd and Heather Gibson 
(maps, level design) and Gavin Rummery (level 
editor), all of whom are currently working late 


“Yeah. It was called, Mask of something. 
Amazing idea, haven’t seen it for ages though.” 

We then spend a while talking about some 
classic old games before returning to the central 
character of TR, Lara Croft, a feisty, pointy, 
athletic woman with a pair of cripplingly tight 


nights to finish Tomb Raider by August, a tough hotpants and a crop-top. Surely there are hints 
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task, as a) it is only about 50-60% complete, 
and b) they are all perfectionists. 

Major league yabbos 


of Pamela Anderson in there, or even Tank Girl 
perhaps? 

“Lara’s not based on anyone in particular, 
explains Gard, “certainly not Pamela Anderson 


The walls in the programming den are plastered Tank Girl, although the similarities are there 


with hundreds of sketches, photos and 


because she’s a fit looking girl. I’d say she’s 


photocopies of many different temples, ziggurats more Sandra Bullock than Pamela Anderson; 


and pyramidal structures spanning every 
conceivable ancient civilisation. These are the 
basis of inspiration for the complex labyrinths 
that make up Tomb Raider’s ten levels, and a 
special level editor was written specifically for 
the project because of the vast amount of detail means that for most of the game 


feisty, but with a brain.” 

So why the female lead character, something 
of a novelty in a world of gun-toting Duke 
Nukems? Gard again... 

“The perspective we’ve chosen 


and the fact that the game takes place on many you are looking at the 
different plains. The inspiration for Tomb Raider character’s backside. I 


comes from a variety of sources, as Toby Gard, 
the game’s designer explains. 

“I wanted an alternative view to all that first 
person Doom shit of which there is far too 


thought it would be more 
preferable to look at the 
rear of a nubile young 
woman than a muscley bloke 


to stand out from the crowd. 




GAVIN’S AMAZING LEVEL EDITOR THANG 

Specially written for Tomb Raider , this versatile level editor allows the 

DEVELOPERS TO CRAM IN TONS OF DETAIL AND MAP COMPLICATED TEMPLES WITH EASE. 


much. Tomb Raider is a cross between Prince of [hoots of agreement from the rest of the 
Persia, which is an excellent game for traps and team] and I also wanted the game 
pitfalls, and the Indiana Jones films.” 

So nothing from the golden age of computing 
helped shape the game at all? It is very similar 
to the game, Pyracurse, which also had you 
controlling explorers solving puzzles and 
avoiding traps in a large temple. 

“Not at all - everything was contemporary, 
although there was a game on the Spectrum 
that actually used the same perspective as 
TR. Imagine that, a first person perspective 
game in the mid Eighties.” 

“No way,” PlayStation programmer Paul 
Douglas exclaims. 
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Toby Gabo spoke of a Spectrum game called Mask of something, which he 
W BELIEVED was the first example of a third person perspective game, and behold - 

WE NAVE TRACKED IT DOWN. THE GAME IS CALLED / OF THE MASK , IT WAS RELEASED IN 1985 

by Sandy White and Angela Sutherland and it is indeed viewed from above and 

BEHIND THE CHARACTER. IT JUST GOES TO PROVE THAT ALL GAME STYLES WERE FIRST WRITTEN 

on the Spectrum 48k in the early to mid-Eighties - fact! 


SEPARATED AT BIRTH 


Dead heat in a 

ZEPPELIN RACE 

One unique aspect of Tomb Raider is the way 
Lara uses her weapons and how they target the 
enemy. When you start the game you are in a 
small cavern which is suddenly full of ravenous 
wolves leaping in all directions. If it was a 
Doom-style perspective, all you would do is 
back yourself into a corner shouting macho 
obscenities and keep pumping away whilst 
side-stepping from left-right. But because you 
play 77 ? from behind and above the character’s 
line of sight, it would be nigh-on impossible to 
shoot at a moving target with any degree of 
accuracy. As Gard explains, games like Bioforge 
and Fade to Black, which use the same 
viewpoint, can be frustrating when the situation 
requires a clinical finish. 

TR solves the problem with a clever targeting 
system which means that Lara automatically 
lines her sights on anything in front of her, 
and follows its movements wherever it goes. 

If, for example, a wolf or grizzly bear stands 
directly in front of her, both pistols 
remain fixed on the target - Reservoir 
Dogs- style. But if the enemy moves to 
Lara’s left, you do not need to turn to 
face it because she instinctively drops 
her right arm and the other keeps the 
enemy in her sights. What this 
translates to is that you can leg it into a room 
full of wolves, leap, somersault and roll all over 
the place whilst shooting madly, and your 
bullets will always find their mark as long as 


SOFTOGRAPHY 

Core design: 

1988 Rick Dangerous 
(Amiga, on Firebird label) 

1989 Rick Dangerous II 
(Amiga, ST, PC) 

1990 Corporation 
(Amiga, ST, PC) 

1991 Chuck Rock 
(Amiga, ST) 

1991 Heimdall 
(Amiga, Atari ST, PC) 

1992 Jaguar XJ220 (Amiga) 

1993 Chuck Rock II (Amiga) 
1993 Thunderhawk 

(Mega CD) 

1993 Wonder Dog (Amiga) 

1994 Bubba ‘n’ Stix 
(Mega CD) 

1994 Soulstar (Mega CD) 

1995 Firestorm: 
Thunderhawk2 (PlayStation) 

1996 Shellshock 
(PlayStation) 
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you are vaguely facing the enemy. It’s clever; 
means you can have fun duckin’ and a divin’ to 
avoid slavering jaws, and yet you still feel like a 
crack shot. After all, it’s not Lara’s fault that you 
are controlling her from this perspective, so why 
should she be penalised for it? 

Lara laughs 

Apart from the 3-D engine, which conveys the 
depth and menace of the levels perfectly, the 
most impressive thing about TR is the animation 
on Lara and the many creatures/characters she 
faces. I’m told that the polygon count on Lara is 
upwards of 4,000 which certainly accounts for 
the detail and number of moves she seamlessly 
breaks into. But what’s really amazing is that she 
is not motion captured - it’s all animation. Toby 
Gard started with Lara first and it has certainly 
paid dividends because the animation is so 
smooth, you’d swear that it was done using the 
old ping pong ball in a laser beam trick. 

“She doesn’t do things that look wrong,” Gard 
is proud of his work, with good reason. “All the 
animation is entirely realistic. I wanted to give 
her grace as well as include all the frenetic 
action of a John Woo movie.” 

Lara runs, side-steps, somersaults, backflips, 
dives, falls, grabs onto ledges by the tip of her 
fingernails, and swims with all the fluidity of a 
real person. Words cannot describe how 
sensational the effect is, you really have to see 
it in action to believe it. It all goes to make 
Tomb Raider one of the best looking games 
there is. 

Scion organiser 

Tomb Raider is one of the first games on 
PlayStation that has actually impressed us. Oh 
sure there has been the odd level or graphical 
effect that has elicited ‘oohs’ and ‘aahs’ from the 
Play team, but this is the game that has 
everyone fired up at the moment and so it was 
vital to get the exclusive, which we did. It goes 
without saying that you should seriously 
consider TR for your collection, and even though 
the game is first coming out on the Sega Saturn 
in October, you can still sit back and smile at 
those sad Sega owners because we’ve heard it 
straight from the horses’ mouth - the PlayStation 
is by far the best version, and it’s significantly 
faster too. Tomb Raider will be released 
in November and we’ll have a review 
soon, don’t miss it. 




“All the animation 
is entirely realistic. 
I wanted to give 
her grace as well 
as include all the 
frenetic action of a 
John Woo movie.” 
Toby Gard, Core 

Design 
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Ridge Racer Revolution £34.39 
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OVER 10,000 PEOPLE HAVE 
ALREADY JOINED THE 
NOVATEC GAMES CLUB 

or Write to 

Novatec Games by Mail, 
140-142 Forton Road, 
Gosport, Hants. P012 3HG 


Open 10am-6pm Inc Sunday CLOSED WEDNESDAY 
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JAPANESE NINTENDO 64 IS NOW IN STOCK 

‘MEGA CHIP’ CONVERTS SONY PLAYSTATION TO 
RUN ALL GAMES REGARDLESS OF ORIGIN. 
£34.99 INCL. FULL INSTALLATION INSTRUCTIONS OR 
SEND MACHINE FOR PROFESSIONAL INSTALLATION 
WITH 3 MONTHS WARRANTY COVER. RING FOR COST + 

DETAILS OF THIS SERVICE IF REQUIRED. 

TRADE ENQUIRIES WELCOME. 

WE ALSO OFFER CONVERSIONS ON THE FOLLOWING MACHINES: 

SATURN, SNES, NEO GEO CD, MEGADRIVE. 


ALL REPAIRS UNDERTAKEN. FREE ESTIMATES GIVEN. 


IV 


ALL CALLERS WELCOME. 


01322 521356 (3 LINES) 
01322 550317 


AFTER HOURS 
CALL 

0956 362968 





Yes - that’s right, forT>rflyT4.9^iHfcI pip (much iSPuy subscription) you’ll wfeeSTO&g&o 
produced hour long VHS tape containing in-game action of all the Japa nes.e_U.S„ &.U 
in any one month together with ^tSfusive previews tool 
Playstation Taped is the perfect way of keeping up-to-date 
more than any magazine screenshots ever will. So, whether 
buyer of Playstation games you should not be without Play; 

We also offer a first class mail order service at 

B les and for a limited period only, all orders 
»ue 1 of Playstation Taped absolutely free!! j 
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bscribe to Playstation Taped for 6 or 1 
c&sories below absolutely FREE! 
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FULL CIRCLE DIRECT, 58-60 FITZROY STREET, LONDON W1P 5FIT 


Name & Address (Block Caps Please) 


Post Code 


Telephone (Day).(Evening) 

Membership No. (if applicable). 


Please rush me issue 1 of Playstation Taped. I enclose Cheque/Postal Order for £ 4.99 
Please rush me issue 2 of Playstation Taped. I enclose Cheque/Postal Order for £ 4.99 

I wish to subscribe to Playstation Taped for 6 months & blag a free gift, oh and send me the 
vouchers too. I enclose Cneque/Postal Order for £ 24.00 

I wish to subscribe to Playstation Taped for 12 months & blag a free gift plus £30 worth 
of vouchers. I enclose Cheque/Postal Order for £ 39 . 


I would like my subscription to start from issue 

The FREE gift I'd like is: (subscribers only please) 

SCART LEAD 
SYSTEM LINK CABLE 
S-VIDEO CABLE 
JOYPAD EXTENSION LEAD 

• 

Postage is FREE for all items shipped 
in the UK. Overseas customers add 
£2.00 per item and £12 for 6 months 
subs and £24 for 12 months subs. 

PLEASE MAKE CHEQUES PAYABLE TO FULL CIRCLE DIRECT 


Playstation Taped ts a wholly independent product and is In no way 
endorsed by Sony Computer Entertainment Inc All Copyrights and 
Trademarks are recognised 

We pride ourselves on providing a swift efficient service and all orders are 
dispatched within 24 hours - Guaranteed! 




































































The PlayStation may be one big adventure for 

Sony, but the CHANCE to PLAY adventure GAMES has 

SO FAR BEEN MISSING . It*S TIME FOR A REVOLUTION IN 

THINKING - SO IT*S A GOOD JOB REVOLUTION SOFTWARE’S 

Broken Sword is on the way. 
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and Americans go out in the Parisian sun, 


Mad clowns) apparently. Broken Sword hero George 
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... Publisher; Sony Computer 

Entertainment Europe...~. 

Developer: Revolution Software 

Expected Release Date: September 
.Origin: OK “ j T jTj [" 
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Stobard is the American in question. 
George is also bright, naive, young and more 
than a little bored with his French vacation. A 
chance coffee at a cafe is to change his life... 
George’s attempts to chat up a visiting waitress 
are rudely interrupted by a clown (literally), who 
rather impolitely (must be a French clown then) 

blows up the cafe! George emerges from the 

■ 

rubble and decides to investigate... 

So begins adventure-master Revolution 
Software’s latest attempt to capture the world’s 
imagination and have Joe and Josie Gamer 
working out how to solve its fiendish, but 
always logical puzzles. Good luck to them, I say. 

PlayStation point ‘n’ click adventures have 
been a bit thin on the ground, urn, there’s been 
Psygnosis’ Discworld (74% in issue one) and 
well, that’s yer lot. Thank god for Revolution 
Software then. The 20-strong York firm has 
caught the attention of the big boys through its 
two previous PC titles, Lure of the Temptress 
and Beneath A Steel Sky and has been working 
on PC Broken Sword for two years, and the 
PlayStation conversion for the last six months. 
Flaving seen near-completed versions of the 
game on both machines, this correspondent is 
proud to report that the PlayStation version is 
certainly the smoother and better looking. 

Time bandits 

“We’re not trying to give anyone a history 
lesson,” says Revolution boss Charles Cecil, 

“but the Knights Templar is a fascinating tale 
and so there is a lot of history in the 
background to Broken Sword, although you 
don’t actually have to know the story to 
progress.” 

Charles certainly has a lot of enthusiasm for 
his chosen plot subject, just as well really as 
the plot is, of course, rather important in 



[Above] It cant really be stressed enough how much effort has gone into the way Broken Sword looks. Just 
look at the number of objects in this scene, and the lighting effects, the touches tike polished floors. Lovely. 


detective stories, which is what Broken Sword is. 

“We always write our plots in the form of a 
short novel so any weaknesses are highlighted 
well before the actual game structure is 
composed,” adds Charles. 

Broken Sword was apparently edited by a BBC 
staffer, no less. To fill you in on the Knights 
Templar, they were a band of warrior monks who 
having done the Crusades Conquer 
Constantinople gig, spun off to set up their own 
sect and generally beat people up, and (despite 
taking vows of poverty) grab a lot of money in 
the name of Christianity. They became seriously 
good at this, amassing huge wealth and picking 
up the odd religious icon on the way (including, 
according to legend, the holy grail.) In the 
middle of the 14th Century, they disappeared. 
But, being in the know, you guys don’t believe 
that for a minute, do you? What this has to do 
with George’s mid-afternoon cuppa being rudely 
disturbed by a Clown-inspired explosion is for 
you to find out! 

















































' LOOK AFTER THE LITTLE THINGS... 

And the rest takes care of itself” is the old saying, and Revolution 

HAS CERTAINLY DONE THAT. A PHENOMENAL AMOUNT OF WORK HAS GONE INTO 
THE ANIMATION OF REVOLUTION’S CHARACTERS. IN FACT, WHEN WE TOLD GEORGE 
HERE HOW MANY FRAMES HIS WALK WAS MADE UP OF, HE FAINTED. 


[Above] Funnily enough, the detectives take quite a bit of convincing that George 
had nothing to do with the Cafe-bombing and can prove quite annoying at times. 


[Three] Spotting the totem pole, George quickly puts two 
and two together to come up with a plan. He skips across 
the room, puts his shoulder to work and before the bad 
guys can react.. 



[Two] At times like this, you have to think quickly. 
Revolution says all the puzzles in the game are logical, 
so surely there must be something in the room to take on 
two armed men? 




“We always write 
our plots in the 
form of a short 
novel so any 
weaknesses are 
highlighted well 
before the actual 
game structure is 

composed.” 
Charles Cecil, 
Revolution 
Software. 




Who needs Disney when... 

...you can produce computer animation like this. 
The investigative journey in Broken Sword 
certainly won’t be a strain on the eyes. Actually, 
the European specialists brought in to do the 
graphic layouts in Broken Sword have worked on 
cartoon movies such as An American Tale and 
Tank Girl, and this knowledge has been put to 
good use. Revolution has decided you’ll see the 
action from a much lower viewpoint than in 
previous games, so instead of looking down on 
the action, like in Discworld, gamers are almost 
sitting in a cinema seat; controlling what’s being 
played out in front of their eyes. Blimey! It 
sounds like an interactive cartoon movie, doesn’t it? 

This kind of detail has been extended to the 
soundtrack, which features about six hours 
worth of music floating in and out of the target 
40 hours of gameplay. Composed by Inspector 
Morse theme tune man, the splendidly-named 
Barrington Pheloung, the music is designed to 
be unobtrusive, but also acts as a warning in 
some situations - but only the first time you 
visit one of the 8o-odd lushly drawn locations. 


Basically, Broken Sword already looks good, 
already sounds good, and all that remains to be 
seen is how well the puzzles are implemented to 
see if the gameplay can match the sumptuous 
presentation. 

One to watch. 




[Above] Arggh! Never mind mad cows, this goat looks pretty insane! 
This is one horn George could really do without getting. Time to look 
around for a goat hanger, methinks. Bad puns, can’t beat ’em. 


[Above] George always seems to be messing around in sewers, 
or back alleys, or tunnels, or something. What is it with these 
Americans? And why did he have to be a Yank anyway? 


SOFTOGRAPHY 

Revolution software: 
Lure Of The Temptress 
(1992, Amiga, PQ 
Beneath A Steel Sky 
(1994, PCD 
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EA Sports: 

PGA Tour ’96 
FIFA ’96 
NBA Live ’96 




pits during the legendary Le Mans 24 hour race 
and all I can think about is my bed, some 
decent food (none of that French rubbish), and 
why the GT cars have to be so damn noisy. If 


four player link-up option 
(using split-screen and two <* <ruir 
PlayStations) and two 
completely different styles of play: 


24 MUMS DU HANS 




you’ve got a bastard behind the eyes, Le Mans is Indycar and Stock Car racing. One features the 


not the place to find yourself on a blisteringly 
hot weekend, but that’s exactly where I was on 
the 15-16 of June for the launch of Electronic 
Arts’ two hottest new racing games using the 


precision driving and technical expertise of the 
American equivalent of Formula One, and the 
other is mad destruction derby racing using huge 
Fords with mammoth V8 engines and tons of 


firm’s newly acquired licence: the Andretti family! torque. The idea being that twice the choice 


EA has recently signed up Mario Andretti and 
his two sons, Michael and Jeff, to appear in a 
series of racing games to be released on their 
EA Sports label. The first is Andretti Racing ’97 


means double the fun. And they’re right. 

The Le Mans trip was the official launch of 
both Andretti games and the first real chance to 
test Andretti Racing ’97 to its limits, and being a 
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on PlayStation, and the second is McLaren At Le bit of a car buff, the 24 hour race itself held no 


V.v.v. 





Mans on PC CD-ROM, but being a tenacious 


small allure. This year it was to be dominated by 


journalist with all the morals of a horny dog at a the new Porsches which left even the mighty 




Developer: EA Sports 
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Miss Lovely Legs competition I soon found out 
that the latter is coming to PSX soon as well. 
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Expected Release Date: 
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McLarens of Gulf and Flarrods trailing in their 
wake. Even Tiff (don’t call me Tiffany) Needell 
from BBC’s Top Gear and the Newcastle United 
team managed to finish the race in their Lister 


• T 
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Top Tiffany 

Andretti Racing ’97 was first debuted at the E3 Storm though, and thanks to EA we got to see it 

all from only a few feet away. Marvellous. What? 

impressed. Flere was a game that boasted all the Oh yeah the game. 


£ t a » ,* , ,? 
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No of players: mi i i H show in Los Angeles and everyone was 
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^ The McLaren FI GTRs racing at Le Mans and those featured 
W in Electronic Arts* brand new game, McLaren at Le Mans , 

ARE THE FASTEST PRODUCTION CARS IN EXISTENCE, AND YOU CAN BUY 
A ROAD-GOING ONE FOR A COOL £540,000. JUST THINK, YOU CAN 
TRADE IN YOUR MONDEO TD, BORROW THE DIFFERENCE, AND WITH 
MONTHLY PAYMENTS OF... OOH, £14,700 A MONTH OVER THREE 
YEARS, OR £833 PER MONTH FOR THE NEXT 50 YEARS, YOU COULD 
BUY THE FRONT HUB CAP. BARGAIN OR WHAT. OR YOU COULD CHOOSE 

TO BUY a Ford Fiesta which is... cheaper. Fiesta At Le Mans 
doesn’t have the same ring to it though, does it? 


[Above] The spectacular and loud Gulf McLaren which is seen here being refuelled 
right underneath our noses. [Left + Top] Andretti Racing captures the racing feel well. 


;V 



[Right] Andretti Racing 
features both Indy and 
Stock Car racing. This is 
the fab in-car view 
during an Indycar race. 
[Left] McLaren at Le 
Mans has only just been 
started on PlayStation 
but it looks promising. 



[MCLAREN FI] 

Engine: 6.1 quad-cam 48-valve V12 made by BMW. 
Price: £540,000 
Top speed: 231mph 

0-60: under 3 seconds. ~ 

Power: 627bhp. 
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[FORD FIESTA 1.4 SI] 

Engine: 1.4, dohc 16-valve 

Price: £10,310 

Top speed: 108mph 

0-60: 11.2 } 

Power: 89bhp 



# 



Any relation to 
laundretti? 


AR ’97 also contains a unique picture-in-picture 
facility (y’know, like posh TVs) whereby you can 


First off it has to be said that Andretti Racing ’97 call up various alternate views, such as looking 

does not feel as intense or realistic as Psygnosis’ behind the car, or with the race leader, and have 


it displayed in a corner of the screen. The races 
themselves can be played from three angles: 
driver’s seat, above the car and behind the car, 
The graphics are bright and colourful, but are still and in the Indycar races for example, the driver’s 


Fi game. The developers have quite obviously 
gone for a more fun and forgiving handling 
system and this suits the look of the game too. 


“Even Tiff (don't 
call me Tiffany) 
Needell from BBC's 
Top Gear managed 
to finish the 


race... 


ff 


impressive and move at a cracking pace. 

Although the version at Le Mans was hardly 
finished, you could still marvel at the way the 

cars slide around the track if 
you got it horribly wrong, 



seat view shows your arms clenching the steering 
wheel and all the working dials, unlike Psygnosis’ 
game which ignores this important and realistic 
viewpoint. 

EA’s McLaren At Le Mans, is a different game 


and the two player split- entirely, and although it is barely even started, 
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screen and PlayStation 
link-up mode worked 
well and offered 
endless fun. Whereas 
Fi will capture the 
hearts of the purists, 
AR ’97 is aimed fairly 
and squarely at the 


we know it will be a more complex simulation 
than Andretti Racing ’97. You wilt control a 
McLaren Fi GTR, exactly like the one in the real 
race (see pictures littered about this feature), and 
to win the game you will have to rely on seat-of- 
the-pants driving as well as the reliability of the 
car and conditions. The game probably won’t see 
the light of day on the PlayStation until the real 
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people who just want race next June. We’ll keep you posted. 


to get out there and 
burn some rubber 


Andretti Racing ’97 looks to be a worthy 
adversary for Fi and with Andretti’s name behind 


without worrying about it the game should go down a storm in 
suspension settings and Italy at least. More news soon and maybe 
camber adjustments. even a first review. 
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Mutiple Players 








[Above] Gunplay lights up dark recesses with superb 


light-sourcing. The machine gun ahead is trying to 


prevent me from accessing a weapon power-up. 


Thundering 



in hard, 


Ocean’s 


new line¬ 


up of games have been causing a storm 


in PlayStation circles over the past few 


months, especially with German 


developer Neon on their books. Their 


titles, Tunnel Bi and Viper have already 


impressed many for their technically 


advanced 3-D engines and superlative 


graphical effects. Time to grab that 


scalpel and dissect the first of their 


eagerly awaited products. 


A SOURCE OF LIGHT 


The first thing that grabs you about 


Tunnel Bi is without a doubt the 


impressive visuals. Graphically, the 


game’s 3-D engine is one of the most 


advanced yet seen on the 


PlayStation. It’s not entirely the 


fastest, but the mix between 


graphic detail, special effects and 


speed has been balanced well 


to produce a playing arena that 


is beautiful to look at without 


any sacrifice to the flow of the 


game. 


The abundance of graphical 


effects that have been employed 


work well together to produce an 


immensely realistic environment. Light 


sourcing and mist haze on lamps, 


transparency effects for explosions and 


different colour schemes as you progress 


through different areas, all help to 
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review 





[Above] This level involves reaching a certain point within the allocated time. A fast moving 
drone impedes you by dropping mines in your path. 


mes 


[Above] The graphical effects used in the game 
work together superbly to create an immensely 
realistic in-game atmosphere. 


immerse you into bleakness of the 
game. At least for a while. After you get 
over the initial splendour of the visual 
feast before you, it’s time to grip the 
game by its balls. 

Learning the curve 

Critical to a game’s playability is the 
control system and how you ‘interface’ 
with the whole thing. Thankfully in 
Tunnel Bi, the dynamics of your hover 
ship, the Bi craft, have been honed to a 
level that is both responsive and 
calculable. The inertia is well defined, 
and the flying model feels precise and 
realistic, allowing you to intuitively ‘feel’ 
your ship even after only a short period 
of play. The accuracy with which you can 




strafe for further precise positioning. 

The range of weapons available to 
you is also comprehensive, with many 
options, from a standard gun, to mines, 
flares, rockets, lasers and more. You can 
use up to two different weapons at a 
time, though you can carry many more. 

As far as the environment is 
concerned with regards to playability, the 
distance-faded graphics are well 
balanced to allow you to see adequately 
into the distance whilst still avoiding the 
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e Viper, and engage the aliens 

WHICH HAVE SETTLED ON EARTH. THE GAME TAKES 
YOU THROUGH THREE SCENARIOS WITHIN WHICH YOU 


MUST BATTLE. 
AND 


From an outdoor base, to 

CLIMAX REVOLVING AROUND 
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THE GAME’S STORYLINE SOUNDS 
N’T WAIT. 



[Above] If you get too close to some objects when 
shooting, the explosion can actually damage your ship 


move is also good - you can turn on the dreaded polygon pop-up. Clipping is 


spot, move back and forth, and also 



[Above] Certain objects you must collect are 
highlighted with flashing arrows, however it is best 
to blast anything and everything you see, as 
sometimes bonuses can be found. 


also almost non-existent, and 
perspective calculations thankfully 
remain accurate even when close to 
objects, reducing awful texture-map 
bending. Only the slow-down, apparent 
when there are lots of explosions on¬ 
screen, detracts from the otherwise 
superb graphics. 

Intelligently 

ARTIFICIAL 

Gameplay in Tunnel Bi centres around 
your attempts to thwart an evil 
megalomaniac from detonating a super 
weapon he’s created, thus saving the 
world (what else?!). 

Fundamentally this is done by 




[Above] This door switch opens the gates in front, but throughout the game switches will 
open doors sometimes several corridors away. Figuring out which ones is the problem 
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adrenaline rush in battle can be 


overwhelming, with a barrage of bullets, 



grenades and rockets all speeding 
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towards you at once. Time to retreat and 


rethink, if you haven’t already been 


forcibly retired! 


It’s a blast 


Tactically, Tunnel Bi doesn’t involve too 


much thinking. Some of the later levels 


have incredibly complex structures, and 


periodic referral to the map is essential, 


but there isn’t too much to remember. To 


travel through the maze, you’ll need to 


M 


The adrenaline 


[Above] The megalomaniac’s plutonium stores must be destroyed to thwart his evil plans 


rush in battle 


Stand back when destroying them though, they emit deathly radiation. 


can be 








travelling through the sewers 

O cJ 


that make up Tunnel Bi, 


eliminating drones and security guns, 


overwhelming! 


99 


whilst also destroying the wannabe 


dictator’s stashes of radioactive 


work out which doors each of the 


plutonium. As a mission-based game, you switches opens, but apart form that. 


must carry out certain objectives in order there is little else to work out in the 


to progress to the next level. 


‘puzzle’ department. This aspect, for 


n 
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The game starts out relatively easily. 


some, may restrict the long-term appeal 






giving you time to get to grips with your of the game. 


ship, aiming, firing, collecting power-ups 


Tunnel Bi does indeed play well. The 


and exterminating any drones trying to 


game has delivered a lot of what it 


impede your progress. As you get further promised - the action is explosive, the 


into the game, later levels also involve 


graphics are superlative, and even the 


timed rounds which are like mini-races 


sound is brilliantly dramatic. However, 


where you must hunt down and destroy 


with little variety in the missions, the 




drones, weaving through the tunnels at 


long-term appeal can be limited. It is 



breakneck speeds. 


good fun for a fair while, and can get 


Still further into the game, a whole 


very tense at times, but over an 


array of foes, from helicopters to tanks, 


extended period of playing the game can 


start appearing, determined to make your start to appear a bit samey. The biggest 


life hell. With the acute Al programmed 


shame is the lack of a link-up mode, but 



into the enemies, at points the 


suppose you can’t have everything. 
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LONG TERM PLAY.. 
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[Above] When your energy gets low, it’s a good 


idea to start playing a bit more defensively, 


approaching enemies from long range. The only 


thing is, they take longer to kill! 







[Above] You can’t cheat this speed level by looking 


at the map - reaching the end involves steaming 


through a snaky canyon without crashing too often. 



Looks 


Sounds 


Gameplay 


Value 


Special FX 
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Dark, deep and dynamic 


[Above] Sometimes the best way to attack enemies 


Alternatively: 



is to come up close, continually strafing around the 


Descent ( 85 %) 


target, leaving it no time to aim properly. 


Viper (Oct ’ 96 ) 
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R RACER REV ALIEN TRILOGY 


37.99 

SAVE £7 


33.99 


SAVE £12 


SF ALPHA 

33.99 

SAVE £11 


ADIDAS SOCCER 

38.99 

SAVE £6 


NEED SPEED 

37.99 

SAVE £7 


MAGIC CARPET 

37.99 

SAVE £7 


X-COM 

21.99 

SAVE £23 


ACTUA SOCCER 

32.99 

SAVE £12 


FREE 

When you buy 
any item at the 
same as joining 
or renewing for 
a year, other 
offers available 

GUYVER 1 VHS 
MANGA VIDEO 


DESIGN MAY VARY 



OR EURO 96, 
STITCHED 
FOOTBALL 



PlayStation 
Game CD’s 

(ANL) = WILL WORK WITH 
ANALOGUE JOYPADS 

3D ARCADE TANK BLAST 37.99 

3D DECATHLON .33.99 

3D LEMMINGS .34.99 

3D TACTICAL SHOOTER 37.99 

A-TRAIN .38.99 

ACTUA GOLF.38.99 

ACTUA SOCCER .32.99 

ADIDAS POWER SOCCER 38.99 

AGILE WARRIOR .33.49 

AIR COMBAT (ANL) .37.49 

ALIEN TRILOGY .33.99 

ALONE IN THE DARK 2 ...31.99 
AQUANAUTS HOLIDAY ...38.99 

ARCADE GOLF .37.99 

ASSAULT RIGS .38.99 

BLAM! MACHINEHEAD ...40.99 
BRAINDEAD 13 .33.49 


BUSTER MOVE 2 33.49 

CHEESY .37.99 

CHESSMASTER 3D .33.99 

CHRONICLES OF SWORD 36.99 

CRITICOM .36.99 

CYBER SLED.37.49 

D .36.99 

DARK STALKERS ’.!!.!! ’^36.99 

DEADLY SKIES .36.99 

DEFCON 5.38.99 

DESTRUCT DERBY (ANL) 38.99 

DIE HARD TRILOGY .36.99 

DISCWORLD .37.49 

DOOM .34.99 

DUNGEON KEEPER .36.99 

EXHUMED .31.49 

EXTREME PINBALL .37.99 

EXTREME SPORTS .38.99 

FADE TO BLACK .36.99 

FIFA SOCCER 96 27.99 

FIRO AND KLAWD .31.49 

FORMULA 1 (ANL) .38.99 

GALAXIAN 3 .36.99 


GEX .38.99 

GUNSHIP 2000 .33.49 

HEXEN .32.99 

HI OCTANE .24.99 

ICE AND FIRE .32.99 

IMPACT RACING .36.99 

INTERNATIONAL SUPERSTAR 

SOCCER DELUXE .36.49 

INT’L TRACK AND FIELD 36.49 
JOHNNY BAZOOKATONE 33.99 

JUMPING FLASH .36.99 

JUPITER STRIKE .24.99 

KILEAK THE BLOOD .27.99 

KONAMI LINKS (GOLF) ...36.49 

LOADED .38.99 

LONE SOLDIER .34.99 

MAGIC CARPET.37.99 

MICKEY’S WILD ADVENTURES 
(WITH FREE MUSIC CD) ...36.99 

MICRO MACHINES 3 .36.99 

MORTAL KOMBAT 3 .40.99 

MYST .38.99 

NAMCO MUSEUM VOL.1 38.99 


NBA 96 .37.99 

NBA IN THE ZONE .36.49 

NEED FOR SPEED (ANL) 37.99 

NFL GAME DAY .38.99 

NFL QUARTERBACK .33.99 

NHL FACE OFF .38.99 

NOVASTORM .32.99 

OFF WORLD 

INTERCEPTOR .34.99 

OFFENSIVE .37.99 

OLYMPIC GAMES .33.99 

OLYMPIC SOCCER .33.99 

ON SIDE .36.99 

PANZER GENERAL .36.99 

PETE SAMPRAS TENNIS 36.99 

PGA TOUR GOLF 96 .37.99 

PHILOSOMA .37.49 

PO’ED .35.49 

PRIMAL RAGE .35.99 

PROJECT OVERKILL .36.49 

PSYCHIC DETECTIVE ...36.99 

RAGING SKIES .38.99 

RAW PURSUIT .36.99 


RAYMAN .37.99 

RESIDENT EVIL .39.99 

RETURN FIRE .35.49 

REVOLUTION X .24.99 

RIDGE RACER 

REVOLUTION (ANL) .37.99 

RISE 2 - RESURRECTION 36.99 

ROAD RASH .37.49 

SHELLSHOCK .40.99 

SHOCKWAVE ASSAULT ...24.99 
SKELETON WARRIORS ...36.99 
SPACE HULK - VENGEANCE 
OF THE BLOOD ANGELS 36.99 

STARBLADE ALPHA .37.49 

STARFIGHTER 3000 .36.99 

STREETFIGHTER ALPHA 33.99 

STRIKER 96 .32.99 

SWAGMAN .40.99 

SYNDICATE WARS .37.99 

TEKKEN .24.99 

THEME PARK .34.99 

THUNDERHAWK 2 .39.99 

TILT .32.99 


TOP GUN .36.99 

TOSHINDEN 2 38.99 

TOTAL ECLIPSE TURBO ...24.99 

TOTAL NBA .38.99 

TRANSPORT 

TYCOON DELUXE .34.99 

TRUE PINBALL .34.49 

TUNNEL B1 .37.99 

VICTORY BOXING .36.99 

VIEWPOINT .35.99 

VIPER .37.99 

VIRTUAL GOLF .40.99 

VIRTUAL OPEN TENNIS ...36.99 

WARHAWK .38.99 

WING COMMANDER 3 ...41.99 

WIPE OUT (ANL) .24.99 

WORLD CUP GOLF .32.99 

WORMS .34.99 

X-COM ENEMY UNKNOWN 21.99 

X-FILES.36.99 

X-MEN CHILDREN 

OF THE ATOM .36.99 

ZERO DIVIDE.34.99 


PLAYSTATIONS NOW ■ 
FROM ONLY £179,99 1 


r -• i 


CREDIT TERMS AVAILABLE - SUBJECT TO STATUS 


WE ONLY SELL GENUINE UK PRODUCTS WITH UK GUARANTEES 

PlayStation Plus one controller and 

playable demo CD featuring five top titles . 179.99 

PlayStation Plus Alien Trilogy Game. 209.99 

PlayStation Plus X-Com Enemy Unknown Game ...199.99 
PlayStation Plus two controllers & memory card . 199.99 

(includes extra “Fire” controller & memory card to save positions & high scores) 

ALL PLAYSTATIONS INCLUDE ONE CONTROLLER, PLAYABLE DEMO CD AND RF LEAD 
FOR CONNECTION TO NORMAL TELEVISIONS. OPTIONAL SCART LEAD AVAILABLE 

FOR ENHANCED PICTURE AND SOUND 

FREE FAST DELIVERY 

HIGH CAPACITY MEMORY CARD (120 SLOT) .29.99 


SCART LEAD - PLAYSTATION RGB TO SCART TV . 

VERY HIGH QUALITY CONNECTION FROM PLAYSTATION RGB OUTPUT 


12.99 




PLAYSTATION 
PERIPHERALS 

FIRE 8 BUTTON JOYPAD .12.49 

FIRE 

INFRA-REDJOYPAD 
SYSTEM ...29.99 
INCLUDES 2 JOYPADS AND 
A RECEIVER BOX. 

TURBOFIRE. EXTRA LOW 

POWER CONSUMPTION. REQUIRES 4 X AAA 

BATTERIES (NOT INCLUDED) 

GAMESTER STEERING 
WHEEL & PEDALS .79.99 

TRUE ANALOGUE STEERING, 
ACCELERATOR AND BRAKE. 

8 DIGITAL AND ANALOGUE 
FOOT PEDALS. LOOK FOR 
GAMES MARKED (ANL) ■ _ 

LOGIC 3 ARCADE STICK ...39.99 ‘ ^ SAVE 

8 FIRE BUTTONS, 

MICROSWITCHED, 4 SPEED 
AUTOFIRE, SLOW MOTION 


•; 

SAVE 


w 





PHASE 9 CYCLONE 
CONTROLLER ...17.99 
8 INDEPENDENT BUTTONS, 
AUTOFIRE, TURBOFIRE & 
SLOW MOTION 



PS PROPAD CONTROLLER ...21.99 
8 BUTTON PROGRAMMABLE 
CONTROLLER. AUTOFIRE & SLO-MO 

SONY CONTROLLER .26.99 

SONY MOUSE WITH DESIGNER MOUSE MAT ...29.99 

VRF1 ARCADE STEERING WHEEL (ANL) .45.99 

DUST COVER FOR PLAYSTATION .7.99 

EXTERNAL DISK DRIVE FOR PLAYSTATION . . 59.99 

3.5" DRIVE PLUGS DIRECTLY INTO PLAYSTATION 
MEMORY CARD SLOT AND USES 2DD FLOPPY DISKS • 

FIRE MEMORY CARD .17.99 

HIGH CAPACITY MEMORY CARD (120 SLOT) • ...29.99 

LINK CABLE .11.99 

SCART LEAD - PLAYSTATION COMPOSITE .9.99 

SCART LEAD - PLAYSTATION RGB .12.99 

SONY MEMORY CARD .21.99 

SONY MULTI-TAP .28.99 


SATURN WITH ONE CONTROLLER.£179.99 

SATURN WITH VIRTUA FIGHTER 2 .£199.99 

SATURN WITH VIRTUA FIGHTER 2 & PANZER.£214.99 




9.30am fo 8pm Mon-Sat 
10am to Spm Sun & Bank Hols 

01279 600204 

Fax 01279 726842 (we II fax back) 
HEAVY discounts HUGE range 
Credit terms subject to status 
Regular Colour Club Magaiine 
Coupon discounts A Great prises 




ATARI LYNX + BATMAN RETURNS GAME JUST ...£29.99 


i—-| 

All prices include VAT and carriage to MOST UK mainland addresses. 

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

TRIAL MEMBERSHIP ONLY £1.00 (1 MAGAZINE) 

ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

Buy one item as you join for a year and we’ll give you a choice of great FREE gifts. 
Over 250,000 people have joined and Special Reserve has 80 dedicated staff. 
Members are under no obligation to buy anything. Our regular club magazine 
contains a staggering selection of products, many at below trade price. 
Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
No Quibble return policy £4 min or 2.5% - see the club magazine for details. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 

Name & Address 


PLAY 


Postcode 


Machine 


Phone No_ 

Enter membership number (if applicable) or 
MEMBERSHIP FEE (ANNUAL UK £7.00) 

item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50 p per posted item or £3 hardware 

ALL PRICES INCLUDE UK POSTAGE & VAT 
Cheque/P. O./Access/Creditcharge/Switch/Visa 


£ 


CREDIT CARD 
EXPIRY DATE 

A 


SIGNATURE 


SWITCH 
(ISSUE NO.. 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 


j 


P.O. BOX 847, HARLOW, ESSEX, CM21 9PH 


Inevitably some games listed may not yet be available. Please phone to check availability 
SAVE = Saving off full retail price. Inter-Mediates Ltd. The Mattings. Sawbridgeworth. Herts 
Prices may change without prior notification. Sent to press 26 06 96 E A O.E. 









Nintendo 64.1 Joypad, 

IIQv Transformer, Mario 64 £€All 


Universal PlayStation (Plays UK, 
US, JAP Without Disk Swap) 


NTSC Decoder Box 
Pilot Wings 64 

N 64 Memory Card 


£CAU 

£CAU 


2 Joypads, Demo Disk 
Resident Evil (US) 
Space Hulk (US) 


£C 


i 


nary cares £CALl Die Hard Trilogy (US) 

W® will try to boot ony advertised price 

PLAYSTATION CONVERSION 

Have your PSX converted to run UK, US, JAP games 

without need for disk swap. 


W# will try to boat any advertised 


£ 

£G 


A $ 4 Jk 4 J *# * i f/ 


y J W 7 


$ m § + J 


PlayStation repairs undertaken. Call for details. 

S.W.C OX £CAU Smart Bros £CAll 
N64 Development System Soon £CALl for details 
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ON 
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SUPER NINTENDO SEGA MEGADRI' 
SEGA SATURN PLAYSTATION WILD CARDL7 


D.I.Y PLAYSTATION OUAI 
SUPER CHIP CONVERSION 
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: PLAY £25 

ISC 

FROM m 

os 

R RF £60 

£10 

IAP £16 

£20 


BUY AND SELL 


SUSS 
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* ft I. T 


LASER DISCS 
) 


FINISHED IT? DON’T LIKE IT? BORED WITH IT? 

THEN SWAP IT FOR A DIFFERENT ONE 


USING OUR UNIQUE SYSTEM 
POSSIBLE TO PLAY UP TO TEN DIFFERENT 
GAMES FOR THE PRICE OF ONE BOUGHT 
OFF THE HIGH STREET!!!! 


PRICE INCLUDES: 

24 hr DESPATCH ON STOCK ITEMS 
POSTAGE & PACKING 
PERSONAL SERVICE 
LATEST TITLES 



16 


L= 4 . 


U d 


12 BROOKLANDS PARK, CRAVEN ARMS, SHROPSHIRE SY7 9RL 

* We operate a simple 3 tier price banding system. Prices quoted represent swaps for 

used games in stock within the same price band. 









































































































































































































































review Yaq uanaut’s holiday 






\ 



[Above] Ecco the Dolphin makes his 32-bit debut with a special 
guest star appearance in Aquanaut’s Holiday. Possibly. 


[Above] To chart your progress, the sub comes equipped with 
data gathering marker buoys to be deployed at key locations. 


[Above] The sea bed is covered in all manner of exotic plant life 
as well as crabs and other shellfish. 








With the SUMMER truly UNDER way, SONY 
GIVE us our FIRST H2O BASED game. 

Will it SINK or SWIM? Let’s take a look... 


Terrifying, 






44 


D 

□ 


Information 

Publisher: Sony Computer 
Entertainment Europe 
Customer support: 0881 505505 
Price: £ 40-50 
Release date: july '96 


atmospheric, engrossing” and 
“unmissable” are just some of 

_ the words that won’t be 

appearing in this review of Sony’s first 
(and hopefully last) undersea adventure 
The disc bundled in with the 
PlayStation includes a 
beautiful demo of a fully 
rendered and light-sourced 
manta ray gliding 
majestically through the 
ocean accompanied by a 
school of flitting fish. Now 
Sony, in its infinite 
wisdom, has had the 
clever idea of basing an entire game 
around this concept. Hmm. 




creatures, eerie sounds and an almost 
alien environment. 

Setting off from an undersea base, 
players roam the ocean bed in a 

sophisticated 
submersible performing 
various scientific tasks. 
These can range from 
basic attempts at 


background noise 
and everything should 
go swimmingly, right? 1 
Wrong. 

Fish Fingers 

Now, the general idea is that 


communicating with the unlike other fast-paced, frantic polygon- 


local marine life to the 
more complicated 


packed action games (you know, the 
sort of thing your PlayStation’s 


setting up of an artificial supposed to be good at), Aquanaut’s 


coral reef for future studies. One lone 
player may sit in a darkened room 


Promoting the idea of exploration and discovering how many kinds of shark 


Holiday attempts to offer players the 
opportunity to fully explore a unique 
undersea world devoid of enemies, 


discovery, Aquanaut’s Holiday plunges 
players deep into a world of strange 


they can spot or two players can team- obstacles or time limits. Hey, take your 


up and both work the controls of the 


U) 


□ 


0 > 



E 




CD 

bn 

CO 

CL 



One Player Mutiple Players 




Memory Card 






(j£b 



[Above] Remember kids, don’t go anywhere near 
jellyfish as they’re highly poisonous and may sting 
you with their incredibly long tentacles. 


[Above] Construction of an artificial reef is the 
second task to undertake. The completed project 
will be used by future science teams. 


time, have a look around, talk to the 
fish and really feel at one with Mother 
Nature. Bollocks. 

I’m sure that Sony will defend 
Aquanaut’s Holiday with cries of “But it’s 
lovely to look at”’ or “You obviously 
haven’t played it long enough.” Yeah, 
that’s right, I don’t want to sit in front of 
the TV for 12 hours attempting to have 
a meaningful discussion with a haddock! 
The obvious question that has to be 
asked is: why? Bar a few blunders, most 
of Sony’s homegrown offerings have 
been great. Are they merely exploring 
new uncharted gaming avenues of 
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I Your speed is registered 

by this strange symbol. 
The faster you go, the 
quicker it spins. 


I This is the main gauge to 

keep an eye on, as it shows 
the submersible’s direction, 
pitch and dive angle. 


Indicates the depth the sub is 
currently at and gives pilots 
some idea of where they are 
in relation to the sea bed. 



If the sub is involved in a collision, or hits a Press Select to bring up this icon. This will 

friendly fish, expect this icon to pop up and enable you to launch marker buoys at any 

tell you the bleedin’ obvious. location which aid in underwater navigation. 



[Above] Glide majestically through bountiful schools of fish 



on your exploratory journey through the Caribbean waters. 



simply indulging the whims of a few 
programmers? 

Some ’fin 

SMELLS FISHY 

Still, on the plus side I suppose there’s 
some kind of market for this game (is 
that even the right word to use?) but it’s 
a pretty safe bet that Sony isn’t going to 
be shifting huge numbers of this title. 
Maybe they’re just testing the water, so 
to speak, and intend to blow us away 
with a deep sea diving Doom clone 
complete with undead sharks and 
demonic kippers. 

At least the Japanese video games 
buying public will love Aquanaut’s 





HOURS 


t A 


DAYS 


t A 


WEEKS 


> 4 


MONTHS 


CONSTANTLY 


► 


FREQUENTLY 


OCCASIONALLY 


NEVER 


> 





ONE PLAYER 


MULTIPLAYER 




[Above] Pause the game and take a look at the sea 
bed map to predict where rock formations and 
yawning chasms may appear. 


Holiday. It’s weird, quirky and bound to 
appeal to a nation that ignores 
international bans to go off for a spot of 
whale harpooning. However, unless 
you’ve got more money than sense, our 
advice is to save your pennies and spend 
them on a title that truly pushes the 
PlayStation to its technical limits without 
relying on the contents of Captain 
Birdseye’s pantry. 


IACQUESI0URNAL 


K “Ah, ’ello there mon petit poisson. Join me, Jacques Cousteau, ze 


9 


W INCREDIBLY FAMOUS AND INTREPID UNDERSEA EXPLORER, AS I TEK TO ZE 
WATERY DEPTHS OF ZE CARIBBEAN. ON OUR JOURNEY WE WILL SEE SOME 
MAGNIFIQUE SITES INCLUDING Mr. SHARK, LE DOLPHIN FAMILY AND, WHO CAN 
FORGET, MON AMI FAVOURITE, ZE CRAZY SQUID! No? 

Yes, ma friends ze sea is whar I mek ma home. But you know, I just lurv 


FISH, IN FACT I OFTEN TALK TO ZOSE LITTLE FINNED 
FELLAS AND ZEY TALK BACK. NO ZEY DO REALLY! WHAT 
ARE YOU DOING? SACRE BLEU, GET YOUR FILTHY FLIPPERS 
OF ME YOU OVER-GROWN MINKEY! Do YOU NOT KNOW 

who I am? Look I ’ave ze hat and ridiculous French 

ACCENT... 'AVE YOU NOT SEEN ME ON LE TELLY?...NO, I 
DON’T WANT A “SPECIAL” INJECTION... ETC. 




[Above] This undersea base is the Aquanaut's home-way-from-home and also the 
submersible launch station. 



[Above] This must be Donatello, 
so where are the rest of the 
Teenage Mutant Hero Turtles 



then, eh? 



[Above] Encounter all manner of 
weird and wonderful creatures 
ranging from giant squids and 
slow-moving whales to bizarre 
angler fish and curious 
porpoises. 




Looks OOOOO 

Sounds OOOOO 

Gameplay OOOOOOOO 

Value OOOOOOO 

Depth charge OOOOOO 



Definately a deep-sea disappointment 


Alternatively: 

The Abyss (1989) 

20,000 Leagues Under the Sea (1969) 
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pinball: the web 
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Pinball , the only game that brings out the 
PlayStation’s third in this genre, will Empire’s 


you. The 


THE LUCKY ONE? 


—(light 


3 


ning reactions 




Publisher: Empire Interactive 
Customer support: 0181 343 9143 
Price: £39.99 
Release date: Out Now 



One Player 


Mutiple Players 



Memory Card 


and precise 
hand/eye co- 

_ ordination - not 

many games inspire the need for these 
two abilities like pinball. Real pinball that 
is. As far as the video game version goes, 
on the PlayStation we’ve had the 
deplorable Extreme Pinball from EA, and 
the addictive True Pinball from Ocean. 

Room for more? I think so, especially as 
Extreme Pinball is pure unadulterated 
rubbish because of its bland tables, and 
despite True Pinball’s playability, the 
game’s lack of a high-score saving facility unique features. Pro Pinball has taken all 



the best video game pinball table in 
existence. Where True Pinball had four 
tables of varying quality, each with 


is criminal - particularly as the real 
challenge is in yourself and your last 


the best pinball elements from real 
machines and gelled them into one 


A frenzied 
flipping 
experience 
ruthlessly takes 
over your body... 



high-score... Roll on Pro Pinball: The Web. extremely realistic and highly playable 


Master of one 

What? It’s only got one table? Indeed, how the game opens up the more you 

Empire’s Pro Pinball has just the one, The play. Pro Pinball captures this perfectly. 


What sets Pro Pinball over any of its 
competitors however is the intricacy of 

The beauty of real pinball machines is the layout, and the sheer number of 


table. And it rocks. 


ramps, targets, drop-holes, loops and er... 
flashing lights on the table. Like a 


Web, but what a magnificent spread it is. The game is instantly accessible, as you’d Christmas tree on heat, Pro Pinball 


Drawing on elements from a whole host 


expect, and your main objective is to 


of real tables, Pro Pinball is undoubtedly keep the ball up and score BIG points! 
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There are six different ways to view your pinball table, three with a separate display unit and three with an overlaid display. 
Due to the amount of screen space the separate display unit takes up, the tables IN THESE MODI! ARE somewhat squashed and it 


can be difficult to see the action at the top. The other modes are much better with more detailed graphics, and the overlaid 

DISPLAY DOESN’T OBSTRUCT ANYTHING YOU NEED TO SEE. OF THE SIX MODES, I FOUND THE SECOND AND THIRD THE MOST PLAYABLE. 
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certainly stimulates the visual cortex. Just 
as well too, for as any pinball fan will 
know, getting really high scores is all 
about constantly monitoring all the lights, 
targets, the score display, oh and the 
balls, to give a frenzied flipping 
experience that ruthlessly takes over your 
whole body as you play. 

Six of the best 

The game can be played from one of six 
viewpoints, all of which are displayed in 
hi-resolution at 32,768 colours. 
Unfortunately, due to the image being 
interlaced, there is a certain amount of 
screen flicker, but the programmers have 
done their best to alleviate this by giving 
you a ‘soft focus’ option, which anti¬ 
aliases contrasting pixels so the flicker is 
reduced. The table doesn’t scroll, but in 
my opinion, this is a good thing - once 
you’ve got used to the 3-D perspective, it 
feels much more refined than other 
games’ scrolling efforts. More importantly, 
you can see all the angles properly. 

Perhaps the best thing about Pro 
Pinball is the precision of the physics of 
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LONG TERM PLAY... 


HOURS 


DAYS 


WEEKS 


¥ ^ 


MONTHS 


CONSTANTLY 


FREQUENTLY 


OCCASIONALLY 


NEVER 



ONE PLAYER 


MULTIPLAYER (N/A) 



ball movement. Different contacts, 
including on the flippers, drop-targets, 
and even the non-contact of grab 
magnets behave just as you’d expect on 
a real machine. Add to this the realistic 
reflections you get on the balls (up to 
SIX of them in a full-on multiball mode!) 
as they fly around the table, and you 
have an environment that feels 
superbly... natural. 

With plenty to discover as you play 
over time, numerous ‘missions’ to embark 
on, and a multitude of combinations to 
strive for, including loop challenges and 
multiple-skillshots, Pro Pinball: The Web 
is the best pinball game on PlayStation. 
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The all-important BALL RESCUE. Try to 

KEEP THIS ALIGHT, IT*LL SAVE YOUR BALLS! 




At the top of the table, the BONUS 

MULTIPLIER TOGGLE CHANNELS and jets. 
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An important area for scoring 

JACKPOTS AND STARTING MISSIONS. 


A CLOSE-UP OF THE RAMP ON THE RIGHT 
THAT LEADS TO THE SUPER JACKPOT. 
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When In a multiball mode, 
shooting the centre target at 
the top repeatedly gives you 
Jackpots. Each time It must be 
primed using the drop targets 
on the top right. If you’re 
lucky you can get multiple 
Jackpots, plus super Jackpots, 
ait at the flick of a wrist... 






WEB-WIDE WORLD... 

One of the problems with the distant 

VIEW-MODE THAT PRO PlNBALL USES, IS THE 
FACT THAT YOU CAN'T SEE THE LABELS ASSOCIATED 
WITH DIFFERENT FEATURES OR LIGHTS. TO COMBAT 

this, Empire has included a slide show which 

GIVES YOU A MAGNIFIED TOUR AROUND THE TABLE. 

% 

This is useful as it helps you understand 

WHAT THE TABLE IS TELLING YOU, BUT AFTER A 
WHILE IT ALL BECOMES SECOND NATURE AS YOU 
LEARN WHAT EACH TARGET/RAMP/LOOP/ORBIT DOES 
AND INSTINCTIVELY FOLLOW THE LIGHTS. 




Looks 

Sounds 

Gameplay 

Value 

Ballistics 
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Flipping marvellous 


Alternatively: 

True Pinraii (85%) 
Extreme Pinball (5< 
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Rivenditori 

attenzione! 



Aten^Ao 

SENHORES 

COMERCIANTES 




Atenci6n 

CONCESIONARIOS 



NB! 

Forhandlere 


Distribuiamo computer games in Europa ed i nostri prezzi sono 

talmente bassi che vi sembrera di sognare. 

Forza! Telefonateci o spedite un fax per richiedere il tistino 
prezzi gratuito. I nostri addetti atle vendite telefoniche non 
parlano I’italiano, percio, se non sapete parlare (’inglese, 

inviate gli ordini tramite fax. 


Somos distribuidores de jogos de computador para a Europa e 
os nossos pre qos sao tao baixos, que vao pensar que estao a 
sonhar. Oe que estao a espera. Telefone ou envie urn fax para 
receber gratuitamente uma lista de preQos. 0 nosso 
representante de televendas nao fala portugues, portanto se 
nao fata ingles, sera necessario que nos envie urn fax ou 

que nos escreva. 


Distribuimos juegos de ordenador en Europa y nuestros 
precios son tan competitivos que (e parecera estar sonando. 
iA que esta esperando? Llamenos por telefono o envienos un 

fax hoy mismo para obtener una lista de precios 
gratuitamente. Desafortunadamente nuestros 
representantes de televentas no hablan espana, por lo tanto 
si usted no habla ingles debera ponerse en contacto con 

nosotros por fax o por correo. 

Vi distribuerer dataspill i Europa, og vare priser er sa lave at 
du tror du drommer. Si hva venter du pi? Ring eller fax ni for 
gratis prisliste. Telefonsalg personalet virt snakker ikke norsk. 
Oet er derfor viktig at du faxer eller skriver til oss hvis du ikke 

snakker engelsk. 



Streatfield House, Alvescot Road, 
Carterton, Oxon 0 X 18 3 XZ, England 

TEL: ++ 44(0)1993 844566 
FAX: ++ 44(0)1993 840750 


HACKS / TIPS / CHEATS / CODES 
WIN AT CONSOLE GAMES WITH 

THE CONSOLE HELPLINE 

0891*318-400 .... INFORMATION LINE 8r INDEX 
0891-318-401 .... PLAYSTATION CHEATS / CODES / HELP 
0891-318-402 .... PLAYSTATION / DOOM LEVELS, HELP, CHEATS 
0891-318-403 .... EARTHWORM JIM II / CHEATS, HELP, ETC. 

0891-318-404 .... MEGADRIVE CHEATS / GOLDEN OLDIES 
0891-318-405 .... SONIC I & II HINTS, TIPS, CHEATS 

0891-318-406 .... GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEAT5 
0891-318-407 .... NEW RELEASE UNE, CHEATS, HELP, & TIPS 
0891-318-408 .... MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE) 
0891-318-409 .... SEGA SATURN / CHEATS, TIPS, HINTS 
0891-318-410 .... SEGA SATURN (LOADS OF GAMES HELP HERE) 

0891-318-411 .... PLAYSTATION!!! 190 CHEATS & TIPS, THE WORKS 
0891-318-412 .... GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEATS 
0891-318413 .... MORTAL KOMBAT III, CODES, CHEATS, TIPS & MOVES 
0891-318-414 .... CHEATS FOR THE NINTENDO 16/32 BIT CONSOLE 
0891-318-415 .... MORTAL KOMBAT II, CODES, CHEATS, TIPS & MOVES 
0891-318-416 .... PLAYSTATION, NEW RELEASE CHEATLINE 
0891-318-417 .... NEW!! LOADS OF HINTS, TIPS & CHEATS FOR THE IBM PC 

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP. 

PLEASE HAVE PEN & PAPER READY FOR INFO. 

NOW AVAILABLE, CHEATS BOOKS (£10.99 EACH) 

CALL 0181-561-5040 

SEE US ON THE INTERNET AT HTTP://WWW.GATES.CO.UK 

IF YOU ARE UNDER 18, PLEASE ASK PERMISSION TO USE THIS SERVICE, 

CALLS COST 39P CHEAP & 49P PER MIN PEAK. 

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX. 
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Send us any old PlayStation game for a brand new title! 

From 120 


Please ring for confirmation 


MEW GAMES 


Actua Golf 
Actua Soccer 
Adidas Power Soccer 


Agile Warrior 
Alien Trilogy 
Alone in the Dark 2 
Braindead 1 3 
Casper 
Cheesy 

Chessmaster 3D 
Chronicles of Sword 
Cyberia 
D 


£37 

£35 

£37 

£37 

£37 

£37 

£35 

£37 

£37 

£35 

£37 

£37 

£35 


Defcon 5 

Descent 

Doom 

Fade To Black 
Galaxy Flight 
Gex 

Gunship 

Hebereke's Popoitto 
Impact Racing 
Int. Track & Field 
Myst 

NBA in the Zone 
NFL Game Day 


£35 

£37 

£35 

£37 

£37 

£37 

£37 

£35 

£37 

£37 

£37 

£37 

£37 


NFL Quaterback 

Club '96 
NHL Face Off 
Olympic Games 
Panzer General 
Philosoma 
Pro Pinball 
Return to Zork 
Resident Evil 
Ridge Racer Revolution 
Rise 2 - 

The Resurrection 
Road Rash 


£35 

£37 

£37 

£35 

£35 

£37 

£37 

£37 

£37 



Scottish Open - 

Virtua Golf 
Shellshock 
Slam & Jam 
Space Hulk Valtra 
Starfighter 3000 
Street Fighter Alpha 
Time Commander 
Toshinden 2 
Total NBA '96 
Tunnel B1 
View Point 
Worms 


US 


Send us any old PlayStation game + £10 for 


any of our second hand games 


Cybersled 

Descent 

Destruction Derby 

FIFA '96 
Hi Octane 
Jumping Flash 



Jupiter Strike 
Kileak The Blood 
Krazy Ivan 
Lone Soldier 
NBA Jam T.E 
NHL Face Off 


■HAND GAMES 

£19 


Nova Storm 


£20 

£25 

£20 

£20 

£25 


Rayman 
Ridge Racer 
Star Blade Alpha 
Street Fighter - The Movie £19 
Striker £15 


£19 

£25 

£25 

£25 


The Raiden Project 
Total Eclipse 
True Pinball 
Warhawk 
World Cup Golf 
Zero Divide 



VISA 


clL 

PLAYSTATION £189.99 


PlayStation Pads £12.99; Carry Case £8.99; Linx Cable £19.99; Scart Lead £19.99; 

Memory Card £16.99; Multi Tap £24.99; Ascii Stick £39.99. 

£1.50 p&p per game. 

All returned games must include Box and Rules. 



I 








12 West Street, Ware, Herts. SGI 2 9EE 

Tel. 01920 486482/3. Fax. 01920 486484. 
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The revenge of the nerds! 
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£ CREAM SWEET 


The Big Game busts open the game of the moment and 
devotes up to ten pages of shameless coverage to something 

we think you should be excited about. 


Play reviews are the best in the world. Every aspect 
of the game is laid bare and we try to give you the 
most honest opinion. Long term challenge, value for 
money - alt things to consider when you whop out 
yer wonga. We also review more games per month 
than anyone else. Fact! 


Every issue of Play includes a top interview with the 
developer of the moment set in an obscure food-related 
location. Exclusive inside information is regularly revealed! 


• Get Play delivered to your door 
before everyone else, so you’re always 
in touch with the hottest news, 
interviews, previews, reviews and 
cheats on the PlayStation scene! 


• Receive a special subscribers- 
only letter packed full of behind 
the-scenes gossip from the Play 
team. 

• Know that if, God forbid, you 
want to cancel your subscription 
at any time, we guarantee to 
refund the cost of all unmailed 
copies. 


Why make it tough on yourself when 
you SAVE MONEY, lots of MONEY, 
nearly a TENNER off the price of Play 
in fact, when you subscribe for a year! 
Bargain, or what? There’s more. Not 
only will you have 12 months worth of 
Britain’s best-selling unofficial 
PlayStation magazine but you’ll also... 


• Take advantage of our special 
offer and SAVE between £10-15 on 
one of FOUR top games. 

• Rest assured that even if the 
newsstand price of Play is 
increased, the price you pay is 
fixed. It will not go up. 


issue ten augu 


Unofflci 


Bigger, better, (aster. 
Bell eve the hypcl 


Are ya gonna bark alt day little doggy? 


Over 1 2,00k worths TVs, 
PlayStatiorafoiernory cards 
and games) ^ 


Alien Trilogy? 
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The Games Workshop MASTERPIECE has 

FINALLY MADE ITS WAY ON TO OUR GREY BABY. 

Regarded as a CULT CLASSIC by many, can 
this LONG awaited CONVERSION live up to 
EXPECTATIONS? 
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- that’s the 
best way to 

_ describe 

Space Hulk. Originally a Games 
Workshop role-playing board game, and 
first converted to the 3DO last year, 
Electronic Arts’ chess-like wargame is 
one of the most involving, yet light¬ 
hearted games available for the 
PlayStation. 

Drawing elements from one of the 
most popular chapters in the 
Warhammer series, Space Hulk’s is 
all about a massive hulk careering 
through space, heading towards the 
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[Above] The whole game can be played from the tactical screens, but then you miss out on all the gory action 
Here the first screen shows a level before exploration, the second shows a level with the whole map visible. 


s 


Imperial Planet Devlar III. It must 
be stopped. Enter the Blood Angels, 


a crack team of metal clad 
terminator marines whose mission it 
is to prevent the impending disaster. 
It’s not going to be easy though 
because the hulk is inhabited by 
megalomaniacal miscreants 
called Genestealers, and the 
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Information 


_ V 

Publisher: Electronic Arts 
Customer support: 01753 546546 
Price: £44.99 
Release date: Out now 





One Player 


Memory Card 


labyrinthine innards 
must be cleared in order 
for you to lay charges and 
blow it apart. 

Bill Bixby RIP 

The first thing most 
people say on seeing 
Space Hulk is “Doom.” 
How wrong they are. 

Space Hulk might have a 
Doom-esque appearance, 
but underneath the first 
person exterior is a wildly 
different experience - a 
game of strategy that’s 



“What are 
pawns for 
^ot to die 
agonising 
deaths due 

to your 

mistakes!'* 


There are over 50 levels, all of which 
take place in maze-like corridor 
structures. On each level there are 
objectives to accomplish, such as 
flaming rooms, or retrieving objects. 

Sounds easy enough. 


through the relentless action. As you 
progress from a lowly minion and gain 
experience, you have to start taking on 
your own missions where you call the 
shots. This involves studying your 
objectives and planning where to direct 


and it would be were it and position your team for maximum 


not for continual 


efficiency - killing without being killed. 


streams of Genestealers Of course some of your men will perish 


pounding down the 
passage towards you. 


in the battle, but hey, what are 
pawns for if not to die 


It’s here that the tactical agonising deaths because of 


play comes in, and it’s 
all about team work. 

In order to get through 


your stupid mistakes! 

A serious strategy game 
then? Yes it is, but also a 


the levels, your team of hilarious one. All the 
terminators must cover 
each others’ backs, go 
off on various sortie 
missions, protect areas, 
and of course splatter 


both compelling and fiendishly addictive, blood all over the place by blasting the 


Space Hulk does of course include lots 
of gunplay, but the main focus is on 
tactics. 


living crap out of any Genestealers that 
might show their ugly faces. 

Space Hulk really comes into its own 


terminators in your 
platoon constantly chat, 
cuss, bicker and 
generally squabble 
about anything and 
everything - rather 
like the soldiers in the 
film Aliens. 

Whoopee 
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THE GOOD 
THE BAD 


f 



Like most armies, your Blood Angel 

PLATOON OF TERMINATORS IS MADE UP OF 


SEVERAL DIFFERENT MEN, ALL WITH VARYING 
ABILITIES AND EQUIPPED WITH DIFFERENT 
WEAPONS. IN THIS RESPECT, IT IS VITAL THAT 
YOU LEARN THE STRENGTHS AND WEAKNESSES 
OF EACH AND HOW WELL THEY COPE WITH 

STRESS. The members of your platoon 

HAVE GOOD Al AND ARE ABLE TO HOLD THEIR 
OWN WITHOUT TOO MUCH EFFORT, BUT YOU 
MUST BE CAREFUL WHEN DEPLOYING THEM 
THAT YOU DON’T SEND A TERMINATOR YOU 
NEED FOR A PARTICULAR JOB TO THE WRONG 
PLACE, OR WORSE, GET THEM KILLED 1 . HERE'S 
A RUN DOWN OF THE JUST SOME OF WEAPONS 
THAT YOU WILL HAVE AT YOUR DISPOSAL... 





Storm Bolter Terminator 


The Storm Bolter is the standard 

ISSUE TERMINATOR WITH A HIGHLY 
EFFECTIVE CANNON. YOUR AMMUNITION IS 
UNLIMITED, BUT YOUR WEAPON DOES 
OVERHEAT THROUGH PROLONGED USE. THIS 
CAN BE DANGEROUS WHEN SURROUNDED... 



Heavy Flamer Terminator 

Armed with a powerful flame torch, 

THIS TERMINATOR CAN OBLITERATE 
Genestealers WITH INCREDIBLE EASE. 

Care must be taken to protect 

FLAMERS FROM DEATH, AS THEY ARE OFTEN 
VITAL TO COMPLETE VARIOUS OBJECTIVES. 



Thunder Hammer/ 

Storm Shield Terminators 

Despite their ‘close combat' weapons, 

THESE GUYS CAN BE INCREDIBLY EFFECTIVE 
FOR GUARDING SECTIONS, ESPECIALLY 

Genestealer DOORS AND MAIN 

CORRIDORS. 



Power Glove Terminators 


Failing other weapons, this close- 
combat Power Glove delivers a hefty 

SMACK IN THE FACE, CHARGED WITH AN 
EXTREME BOLT OF ELECTRICITY. DEFENCE 
AND OFFENCE AT ITS BEST. FISTICUFFS 
AHOY! 



Assault Cannon Terminator 

Has a mean weapon that can kill 

MULTIPLE ENEMIES WITH ONE SHOT. He’S 
BEST PLACED GUARDING LONG CORRIDORS 
WHERE LONG DISTANCE SHOTS WILL HALT 
ANY ALIEN ATTACK. PURE ANNIHILATION IS 
THE NAME OF THE GAME HERE. 




Chain-Fisted Terminator 

Similar to Power Gloves, the Chain 
Fist works in close-combat, and makes 
pepperami out of approaching 
Genestealers. With guts bursting and 
‘stealers screaming, the Chain Fist is 

ONE EVIL WEAPON! 



Lightning Clawed 
Terminators 


These terminators, complete with 

VICIOUS CLAWS ARE GOOD FOR GRUESOME 
GUT-SPILLING. AS WITH THE THUNDER 

Hammers, these guys are best placed 

GUARDING OTHER TROOPS. 



Power Sword Terminators 

Terminators versed in Zen and the art 
of Swordfighting lend themselves 

PERFECTLY TO THIS ENTRAIL EXPOSING ARM 

extension. Charged with a plasma 

BOLT FOR ADDED EFFICIENCY, THIS THING 
SLICES ‘STEALERS WITH EASE. 
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Genestealers 


These pawns are smart enough to 


HIDE WHEN THEY KNOW 


They also carry guns and can attack 

FROM LONG DISTANCE. THEY 


i 1 



THE UGLY 


The ENEMIES YOU CAN ENCOUNTER IN 

Space Hulk vary from pawn-like 


Genestealers right up to the 

OMNIPOTENT PATRIARCH, THE LEADER. At 
FIRST THE GAME MIGHT SEEM A LITTLE 

easy, with only dumb Genestealers to 

CONTEND WITH, BUT AS YOU PROGRESS, 
STRONGER, MORE VIOLENT AGRESSORS 
SHOW UP IN AN ATTEMPT TO CHECK YOUR 

progress. Dare to continue...? 


you’re around the 
corner, but 
sometimes 

OVERPOWER YOU BY 
THEIR SHEER 

number. They hunt 


YOU DOWN AND WILL TRY 


TO FIND ALTERNATIVE ROUTES TO GET 
AROUND. 



ARE VULNERABLE SHOULD 


YOU GET A HIT DUE TO LOW 


ARMOUR. 


Hybrids 

Hybrids are smaller than Genestealers, 

AND AS A RESULT MORE AGILE AND FASTER. 


Chaos Space 
Marines 

These guys are 


ABOUT AS TOUGH AS 


YOUR MEN, AND HENCE CAN BE 
RATHER DIFFICULT TO DISPOSE OF. 

Their weapons are lethal over 
long ranges. Your best bet is to 

CATCH THEM IN AN AMBUSH OR 
CROSSFIRE. 


The Magus 

Always attack this guy from around a 

CORNER, OR TRY TO FORCE HIM TO TELEPORT 
AND THUS USE UPENERGY. THIS WILL HELP 
YOU DEFEAT HIM. AS WITH THE MARINES, 
CATCHING THIS GUY IN CROSSFIRE IS 


ESSENTIAL. 



The Patriarch 

The big boss. Killing this guy 

IS INCREDIBLY DIFFICULT, AND 
YOU’LL HAVE TO CONSUME 


UMPTEEN ROUNDS OF AMMUNITION 


TO EVEN GET A SCRATCH ON HIM. 

But, perhaps there's another 


TACTIC... 










War games have never been such fun! 


Alternatively: 

Doom ( 93 %) 

Alien Trilogy ( 91 %) 


give the game an unpolished look. 

Sonically the game is well endowed, 
with panning stereo sound effects as you 
turn and realistic ‘radio-transmitted’ 
speech complete with crackles for 
authenticity. There is no major 
musical score, but all the sound 
you need is there. It’s more scary 
when the majority of the mission is spent 
in silence; waiting for the genestealers to 
pounce. 

The biggest fault with the game however, 
and something that infuriates you more and 
more as you play, is the excruciatingly long 
loading times. Most levels take 20-30 
seconds to load, and after a while this gets 
incredibly irritating. This lack of 
optimisation is almost criminal. However, if 
you know the game, you’ll love the 
PlayStation version, and if you’ve never 
encountered it before, give it a try - it’ll 
grow on you. Definitely recommended. 


Looks 

Sounds 

Gameplay 

Value 

Humour 


:Right: Learning to 


fight in dose combat is 


essential should the 


aliens get a little 


too dose for 


comfort. 


do! 

Despite being the ‘best of the 
best’, commonly yodr troops behave like 
overgrown spoilt kids. This element gives 
each of your team members a personality 
and it can actually be quite sad when you 
lose one of them. It’s quite funny hearing 
them scream though... 


Lou Ferringo 

Apart from the game itself, which is 
excellent, there are however a few 
detracting points. Fundamentally, the 
graphics aren’t quite up to the required 
standard. The first person perspective 
runs at the correct speed, but the low 
resolution of the texture-maps makes the 
whole thing look a little coarse. The 
Genestealers are superbly rendered, as 
are the other characters, but the 
roughness appreance of the levels and 
perspective errors when close to walls 


OO 

OO 


OO 

o 




LONG TERM PLAY... 


HOURS 


DAYS 


WEEKS 


MONTHS 


CONSTANTLY 


FREQUENTLY 


OCCASIONALLY 


NEVER 


MULTIPLAYER (N/A) 
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3D Lemmings £34.95 

Actua Golf RELEASE DATE: July 96 £36.95 

Actua Soccer £34.95 

Adidas Power Sports Soccer £37.95 

Agile Warrior £35.95 

Air Combat £35.95 

Alien Trilogy £35.95 

Alone in the Dark 2 £35.95 

Assault Rigs £36.95 

Beyond the Beyond RELEASE DATE: TBA £37.54 

Blam! Machinenead RELEASE DATE: July 96 £36.95 

Casper RELEASE DATE: TBA £34.95 

Cheesy RELEASE DATE: July 96 £34.95 

Chessmaster 3D RELEASE DATE: TBA £32.95 

Chronicles Of The Sword RELEASE DATE: July 96 £36.95 

City Of The Lost Children RELEASE DATE: TBA £37.95 

Criticom £35.95 

Cyberia RELEASE DATE: July 96 £34.95 

Cybersled £29.95 

D £36.95 

Dark Stalkers RELEASE DATE: September 96 £34.95 

Dawn Of Darkness RELEASE DATE: TBA £35.25 

Deadly Skies £35.95 

Defcon 5 £36.95 

Descent £34.95 

Destruction Derby £35.95 

Disc World £35.95 

DOOM £34.95 

Driving - Need for Speed £35.95 

E.S.P.N. Extreme Games £37.95 

Extreme Pinball £36.95 

FI RELEASE DATE: September 96 £36.95 

Fade To Black RELEASE DATE: July 96 £36.95 

FIFA International Soccer 96 £29.32 

Firestorm: Thunderhawk 2 £36.95 

G Police RELEASE DATE: TBA £38.95 

GEX £34.95 

Gunship 2000 RELEASE DATE: July 96 £35.95 

Impact Racing RELEASE DATE: July 96 £35.95 

international Championship Soccer £3 1.67 

international Track & Field £35.95 

Johnny Bazookatone £35.95 

Jumping Flash £37.95 

"kaboom 3D RELEASE DATE: September 96 £37.95 

Kileak the Blood £33.95 

Krazy Ivan £36.95 

Lemmings Paintball RELEASE DATE: TBA £37.95 

Loaded £37.95 

Magic Carpet Plus £36.95 

Mickey's World Adventure £36.37 

Mortal Kombat 3 £39.95 

Motor Toon GP 2 RELEASE DATE: TBA £37.54 

Museum Piece Vol I RELEASE DATE: September 96 £37.54 

Myst RELEASE DATE: July 96 £37.95 

NBA 96 RELEASE DATE: TBA £37.95 

NBA In The Zone £35.95 

NBA Jam T.E. £29.95 

NeGoon Control Pad £39.95 

NFL Game Day £37.95 

NFL Quarterback Club 96 RELEASE DATE: July 96 £36.95 

NHL Face Off £37.95 

Nova Storm £36.95 

Off World Interceptor Extreme £32.95 

Onside RELEASE DATE: July 96 £35.95 


UNIT 15, MITCHELL POINT, ENSIGN 


Parasite RELEASE DATE: TBA £38.95 

Panzer General RELEASE DATE: July 96 £33.95 

Performa Steering Wheel RELEASE DATE: TBA £55.95 

PGA 96 £35.95 

Philosoma £36.95 

Phono to Scart Lead for Sony PlayStation £9.34 

PlayStation Scart to RGB Lead £18.74 

PO’ed RELEASE DATE: July 96 £38.72 

Powerserve RELEASE DAl E: TBA £32.95 

Primal Rage RELEASE DATE: July 96 £34.95 

Prowler RELEASE DATE: TBA £34.95 

PSX Mouse £23.44 

Psychic Detective £36.95 

Rapid Reload £37.95 

Rayman £36.95 

Resident Evil RELEASE DATE: July 96 £38.95 

Return Fire RELEASE DATE: July 96 £35.95 

Revolution X £36.95 

Ridge Racer £37.95 

Ridge Racer Revolution £37.95 

Rise 2: The Resurrection RELEASE DATE: July 96 £25.20 

Road Rash £36.95 

Sampras Extreme Tennis £35.95 

Sentient RELEASE DATE: TBA £38.95 

Shellshock £36.95 

Shock Wave Assault £34.95 

Silverload RELEASE DATE: 1st Qtr 96 £36.40 

Sony PlayStation - Destruction Derby Pack £21 1.50 

Sony PlayStation - Solo £194.95 

Space Hulk VOTBA RELEASE DATE: July 96 £35.95 

Starblade Alpha £36.95 

Starfighter 3000 RELEASE DATE: July 96 £35.95 

Street Fighter Alpha £35.95 

Street Fighter Movie £32.95 

Striker 96 £34.95 

Swagman RELEASE DATE: TBA £37.95 

Tekken £39.95 

The Raven Project £33.95 

Theme Park £34.95 

Till RELEASE DATE: August 96 £34.95 

Time Commando RELEASE DATE: July 96 £34.95 

Toshinden £37.95 

Toshinden 2 RELEASE DATE: July 96 £37.95 

Total Eclipse Turbo £32.95 

Total NBA 96 £37.95 

Transport Tycoon RELEASE DATE: July 96 £35.95 

True rinball £33.95 

Tunnel Bl RELEASE DATE: September 96 £33.95 

Twisted Metal £37.95 

Viewpoint RELEASE DATE: July 96 £35.95 

Viper RELEASE DATE: October 96 £33.95 

Virtual Golf RELEASE DATE: July 96 £34.95 

Warhammer - Shadow of the Horned Rat £3 1.95 

Warhawk £37.95 

Williams Arcade Classics £29.95 

Wing Commander 3 £37.54 

Wipeout £37.95 

World Cup Golf Pro Edition £33.95 

Worms £33.95 

WWF Wrestle Mania £36.95 

X Men Children Of The Atom RELEASE DATE: August 96 £35.95 

XCOM UFO Enemy Unknown RELEASE DATE: August 96 £32.95 

Zero Divide £34.95 

Zork Nemesis RELEASE DATE: October 96 £36.95 


WAY, HAMBLE, HANTS S031 4RF 


ORDER ONLINE AT http://www.cddirect.co.uk 

FREE DELIVERY IN THE UK 


► Our sales staff are ready to take your order Monday-Friday 
9.00am-6.00pm; Saturday I0.00.am-4.00pm. 

► Please have the product name, advert reference code 

PY9608, credit card number and expiry date, 

billing adress for your credit card and delivery address ready. 
This will help us to process your order quickly. 

► Order by credit card, cheque or Postal Order. 

► Free delivery in the UK, £5.00 Europe, £8.00 Rest of the World. 



INTERNATIONAL SALES (6 LINES) 

TEL: (44) 1703 455115 
FAX: (44) 1703 453231 

Email: sales@cddirect.co.uk 

PRICES CORRECT ON DAY OF PUBLICATION BUT SUBJECT TO 
CHANGE. PLEASE FREEPHONE BEFORE ORDERING TO CONFIRM 
PRICE AND AVAILABILITY. E & OE. 


CD Direct will match 

or beat any 
advertised price on 
all products featured 
in this magazine 
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foray into the world of 


the original game’s developers have 


32-bit gaming, courtesy obviously listened to the many gripes 


of their own 


inexperienced in-house development 
team, the original Motor Toon Grand 


and complaints from both Japanese 
gamers and jaded game hacks world¬ 
wide and they have implemented a 


needed. 



Prix unfortunately never saw the light of multitude of changes, some purely 

day outside Japan. Although it did make cosmetic while others were sorely 

an impression of sorts amongst gamers 
fortunate enough to obtain an import 
copy. 

As with its predecessor, Motor Toon 
Grand Prix 2 is something of an 
anomaly. Both games feature the same 
weird, warping cartoon vehicles, yet 
what we have here is neither a true 
racing game nor a cute, kiddie title. 

MTGP 2 is in fact a strange hybrid of 


Round the Bend 

The object of MTGP 2 is fairly 
straightforward, with players selecting a 
cheeky cartoon character, putting their 
pedal to the metal and burning rubber 
in an attempt to beat each other to the 
finishing line in record time. Whilst 
nipping along at high speed, racers may well as the standard Championship Race 


ton weights, psychedelic mushrooms, 
flying boots and remote controlled 
point-of-view missiles all of which have 
a variety of defensive and offensive 
purposes. To purchase extra weapons 
players must drive over “$” signs 
littered around each course and then 
select the appropriate device from a 
random spinning carousel activated by 
pressing the • button on the pad. 

Finishing Fine 

There are five main race options to 
choose from including the obligatory 
Time Attack and Single Race modes as 



Publisher: Sony Computer 
Entertainment (Japan) 
Contact: The Video Game 
Centre on 01202 527314 
Price: £ 69.99 (import) 
Release date: Out Now 


many other racing games, with elements also unleash all manner of multi- 


“borrowed” from such titles as Super 
Mario Kart and Ridge Racer, and by 
rights should be considered something 
of a pale imitation. Fortunately though, 


coloured (and multi-purpose) munitions 
in an effort to slow down their 
opponents. Amongst this impressive 
arsenal are such goofy gadgets as 32 



One Player 


Mutiple Players 




Steerin^Analogue Link Cable 
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[Above] “Up your f****** borstal! I’ve never been 
able to make crispy batter." Obscure captions inc. 


where successful completion results in 
all manner of rewards for players. For 
instance, completing the initial five 
courses allows access to a further five 
tracks, more selectable characters and 
even wackier goodies, all of which may, 
of course, be saved to the memory card. 
And speaking of memory cards, these 
little beauties also come in handy for 
saving video footage of races, with 
players having the option of editing 
their own mini movies for posterity. 
There’s no two-player split-screen mode 
and unless players are fortunate enough 
to possess two TVs and two 
PlayStations then sadly the link-up 
feature will undoubtedly go untested. 
Flowever the real bonus here is that the 





















































[Above] Cross the Rainbow Bridge and enter Asgard 
mortal!” Motor Toon Grand Prix 2 gets all Nordic and 
god-like with a trip to the Heavenly Castle level. 


WEEKS 


DAYS 


CONSTANTLY 


FREQUENTLY 


OCCASIONALLY 


NEVER 


MULTIPLAYER 


ONE PLAYER 


Truly terrifically Toon-tastic! 


- ■ ' * .•• 


[Above] The Haunted House level is 
awesome to look at, but keep your eyes on 
the road ahead to avoid disappearing 
floors and spooky spectres. 


[Snow Village] 

The obligatory ice level 

FEATURES THE USUAL FROZEN 
TRAPS SEEN IN MANY A RACING 
AND PLATFORM GAME. 


[Night Island] 

The flying saucer-packed sky is 

MORE OF A DISTRACTION THAN 
ANYTHING ELSE. TRY EXPLORING 
SOME OF THE HILLSIDE ROADS... 


[Galaxy Coaster] 

THE MOST STOMACH-CHURNING 
ROLLERCOASTER YOU’VE EVER 
BEEN ON IN YOUR LIFE. KlSS 
GOOD-BYE TO YOUR LUNCH! 


[Gulliver Night] 

THERE ARE VIRTUALLY NO POWER- 
UP POINTS HERE AT ALL. PLAYERS 
WILL HAVE TO RELY ON THEIR 
DRIVING SKILLS TO WIN THROUGH. 


[Heavenly Castle] 

INVISIBLE TURNS CONSTANTLY 
HAMPER DRIVING. COMPLETING 
THIS TRACK IS A TRUE TEST OF 
DRIVING. 


MTGP 2 comes bundled with a link-up 
disc negating the need for a second 
copy of the game. Yes, yes, yes, yes, 
more please, do it again Sony! 

On the whole, major gripes are few 
and far between although certain levels 
suffer from some nasty polygon glitching 
(particularly on the many rainbow 
coloured tracks and backgrounds) and 
inexperienced players will no doubt 
moan about the initial lack of control all 
the vehicles suffer from. However, if 
you’re looking for a distinctly different 
type of racing game guaranteed to test 
your driving skills, patience and sense 
of humour to the limits then Motor 
Toon Grand Prix 2 should easily satisfy 
all your expectations. 


“The real 
bonus is a 
bundled link 


up disc 
second CD 
required.” 


Looks 

OO 

Sounds 

OOOO 

Gameplay 

OOOO 

Value 

OO 

Stretchability 

O 


[Above] Some weapons, such as the Spikey 
Star bomb, are dropped from behind the 
vehicle straight into the path of pursuing 
opponents. Ouch! When you are hit by such 
devices, the screen pans upwards to allow 
you to plan your landing. 
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[Above] The Gulliver House II course boasts 
a lovely line in tasteful decor including 
giant playing cards, a mammoth roulette 
wheel and deadly dice dodging corridors. 
Unfortunately, many of the obstacles lack 
collision detection; ruining the effect. 
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[Above] A bit of nifty driving and some 
lucky breaks enable Billy the Tough to chuff 
his way to victory. 
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ARCADE TECH SPECS 

^Originally released in 1993, Galaxian 3 was 
the largest video game experience ever to 

GRACE AN ARCADE. IN FACT IN JAPAN THERE’S AN 
EXCLUSIVE VERSION WHERE THE ENTIRE ROOM MOVES 
IN TIME TO THE ACTION THANKS TO POWERFUL 
HYDRAULICS. UNFORTUNATELY, DUE TO THE SHEER SIZE 
OF THE CABINET THAT HOUSED THE MASSIVE 16” WIDE 
SCREEN, PROJECTION SYSTEM, DIGITAL SOUND SET-UP 
AND SIX PLAYER GUNNERY STATIONS, ONLY LARGER 
ARCADES, SUCH AS LONDON’S TROCADERO CENTRE, ARE 
EQUIPPED TO HANDLE THIS MONSTER COIN-OP. 

Galaxian 3 is powered by Namco’s own System 

22 TEXTURE-MAPPING, POLYGON HARDWARE AND 
COSTS A WHOPPING £80,000! 
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Yes, it’s YET ANOTHER shoot-’em-up but 
GUESS WHAT? This one’s from SOFTW A RE 

GIANTS, NAMCO so WHAT COULD POSSIBLY 

go WRONG? 



laser death, alien scum!” If you 
were one of the few people who 
actually went out and bought a 


copy of Starblade Alpha, as opposed to 


borrowing it off your sad mate, then 



you’ll no doubt be thrilled at the prospect 
of yet another FMV space-based shoot- 
’em-up. 

Utilising the same grainy, laserdisc 
footage and repetitive on-the-rails 
gameplay as its arcade big brother, the 
PlayStation version of Galaxian 3 is 
something of a smear on Namco’s 
otherwise pristine back catalogue. Okay, 
maybe not a smear but a dirty smudge 
nonetheless. Remember, this is the same 
company that brought you such classics 
as Tekken 2 and Ridge Racer Revolution, 
so why bring out a console conversion of 
a luke-warm arcade game? 

The final frontier 

The scenario follows the same well-worn 
path of countless sci-fi epics of yore. An 
alien race from a far-flung galaxy has 
decided that the universe would be much 
better without us humans stinking up the 
place and so they take it upon 
themselves to build all manner of 
diabolical death rays and weird weapons, 
determined to wipe us out for good. But 



hey, all is not lost, ’cos we’ve got a card to save and duplicate another 

hotshot pilot who’s willing to fly a suicide player’s attack style, a widescreen option 

mission into enemy territory and kick and the fact that Galaxian3 is also 

alien butt with the kind of macho NegCon and Mouse compatible, 

attitude that would put Grant Mitchell to Visually, Galaxian ? features streamed 
shame. That’s where you come in. FMV backgrounds with computer 

Thanks to the multi-tap option, up to generated ships, explosions and 

four players may take part in this crosshairs overlaid on the screen. For 

extraterrestrial extermination, although some reason, Namco has decided to 
one lone maverick should be able to produce a completely arcade perfect 

beat the game on easy after just a few conversion. What’s wrong with that? Well, 

sittings. If you’re bereft of mates then the problem is that everything has been 

fear not as there’s always a CPU included from the coin-op and that 

controlled co-pilot on hand to aid you in includes short six minute missions, a 

your hour of need. Other impressive mind-boggling amount of impossible-to- 

options arrive in the form of a Play hit enemies and even a line down the 

Recording mode, that enables a memory centre of the your TV that simulates 














































































































[Above] The first test. 

Rookie pilots take on the 
might of the alien’s flagship 


[Above] Materialising in the middle of a mine-riddled 
asteroid field isn’t everybody’s idea of fun, but this is a blast! 
[Left] The aliens’ super-weapon takes the form of a 
planet-shattering plasma cannon. Fly inside to destroy 

this device. 


ftk Obviously, Galaxian 3 was intended to be a six minute shoot- em-up with 

W VERY LITTLE REPLAY VALUE (ESPECIALLY AT £3.00 A THROW!). FORTUNATELY, FOR 
LONGEVITY AND THE HOME VIDEO GAME MARKET, NAMCO HAVE INCLUDED BOTH THE 

original Project Dragoon mission and an exclusive PlayStation only sequel, 
Rising of Gourb. However, our sources tell us that there also exists a 

SECRET OPTION TO PLAY THE ORIGINAL G3 ARCADE SEQUEL, ATTACK OF THE ZOLGEAR. 

Check out next month’s Station Master to find out how to access this top 

CHEAT... 


[PROJECT DRAGOON] 

An aggressive alien race is constructing a secret weapon with which to 

ANNIHILATE THE HUMAN RACE. YOU ARE MANKIND’S LAST HOPE. PILOTING A 
SOPHISTICATED PROTOTYPE STARSHIP, PLAYERS FIRST TAKE ON THE MIGHT OF THE 
ALIEN FLEET BEFORE LEAPING TO HYPER SPACE. THE FINAL CHALLENGE IS A PLANET 
DESTROYING CANNON, WITH THE PRIMARY TARGET BEING THE MAIN POWER CORE. 


CONSTANTLY 


[RISING OF GOURB] 

Programmed exclusively for the PlayStation, Rising of Gourb (Gravitational 
Orbital Uncommon Radiation Breeder!) features more of the same lone-pilot 

SAVES-THE-GALAXY ACTION BUT THIS TIME BOASTS NAMCO’S TRADEMARK SUPER¬ 
SMOOTH FMV AS PLAYERS TEAR THEIR WAY THROUGH A FLOATING ALIEN 
SUPERSTRUCTURE. DESTROY THE HEAVILY-SHIELDED REACTOR TO WIPE OUT THIS 

DEVIOUS DEVICE. 


OCCASIONALLY 


where the two arcade projection screens 
overlap. 

On the plus side, the advantage of the 
CD-ROM medium is evident, as the game 
features awesome Namco tunes as well as 
sampled sound effects and tons of speech 


Looks 

Sounds 

Gameplay 

Value 

Zero G Grade 


But let’s face it, there’s nothing more 
depressing than dashing home with your 
brand spanking new game, playing for an 
hour and realising that you were, in fact, 
ripped off. 

Unfortunately, as with Starblade Alpha, 
this kind of repetitive gameplay just 
won’t fool gamers these days. Yes, 
Galaxian -3 may well be great to look at 
(well, the Rising of Gourb mission at 
least) but there’s only a limited amount 
of longevity lurking within. Maybe 
lengthening the existing missions or 
adding more new scenarios might have 
helped but as it stands Galaxian3 is a 
32 -bit disappointment. 
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Prices in Blue: 

Represent the SELLING price. 
This is how much you need to 
pay to buy this title from us. 
Your payment can be in the 
form of cash, cheque, credit 
card, or part-exchange. 

Prices in Green: 

Represent the CASH price. 
This is how much we'll give 
you in cash, should you sell 
us that particular title. Ideal 
for those of you who need a 

bit of extra dosh. 

Prices in Pink: 

Represent the EXCHANGE 
price. This is how much 
you'll save on ANY ITEM WE 
STOCK, when you SELL us 

your copy of this title. 

HOW to ORDER 





Ordering is so simple, a babbling imbecile could 
do it. You can do one of three things: 



us anytime between 10am - 6pm, 
Monday to Friday. You may order goods 
by credit card, or simply find out more 
information about anything we do. Just 

dial 0171 636 2666 and ask for the Mail 

Order Department. 



us your order, using the form opposite, or 
preferably some nice floral notepaper. You 
can also send goods in for exchange. The 
postage and packing charges are displayed 
opposite. When sending goods by post, 
remember to include your name, address, 
and home telephone number. 



is quick and easy to use. Simply 
address those electronic missives to the 

following address: 

enquiries@cex.co.uk 



NEW RELEASES: 

The NINTENDO 64 is HERE AT LAST! 


ORDER YOURS TODAY! 


Nintendo 64 Machine 

Jap 

Call 

Mario 64 

Jap 

Call 

Pilotwings 64 

Jap 

Call 


King of Fighters '95 

Jap 

£69.99 

Namco Museum 3 

Jap 

£69.99 

Tobal 1 

Jap 

Call 

Tekken 2 

Jap 

£74.99 

Tekken 2 

US 

£54.99 

Resident Evil 

US 

£59.99 

Destruction Derby 2 

UK 

Call 

Track and Field 

UK 

Call 

UK PSX System 

Converted- UNIVERSALLY 


£198.99 

COMPATIBLE PSX System 


£269.99 


Nights with Joypad 

Jap 

£69.99 

Sonic Wings Special 

Jap 

£54.99 

Fatal Fury 3 

Jap 

£54.99 

Sega Ages 2 

. Jap 

£54.99 

Shining Wisdom 

US 

£49.99 

Dark Savior 

Jap 

Call 

Story of Thor 

US 

Call 


Please Note: The following titles are all UK 
versions. We also stock US & JAP games- 

CALL FOR PRICES! 

PLAYSTATION 2nd Hand 


3D LEMMINGS 

£18.00 

ACTUA SOCCER 

£35.00 

ADIDAS POWER SOCCER 

£40.00 

AGILE WARRIOR FI MX 

£35.00 

AIR COMBAT 

£28.00 

ALIEN TRILOGY 

£38.00 

ALONE IN THE DARK 

£35.00 

ASSAULT RIGS 

£32.00 

BATTLE ARENA TOHSHINDEN 

£20.00 

CRITICOM 

£35.00 

CYBER SPEED 

£25.00 

CYBERSLED 

£18.00 

D 

£35.00 

DEFCON 5 

£28.00 

DESCENT 

£38.00 

DESTRUCTION DERBY 

£25.00 

DESTRUCTION DERBY 

£22.00 

DISCWORLD 

£22.00 

DOOM 

£32.00 

ESPN EXTREME GAMES 

£35.00 

EXTREME PINBAlL 

£35.00 

FIFA 96 

£18.00 

FIRESTORM 

£25.00 

GAME DAY 

£35.00 

GEX 

£35.00 

GOAL STORM 

£22.00 

GOEMAN WARRIOR 

£60.00 

HEBEREKES POPOITTO 

£35.00 

HI OCTANE 

£32.00 

JOHNNY BAZOOKATONE 

£25.00 

JUMPING FLASH 

£18.00 

JUPITER STRIKE 

£22.00 

KILEAK THE BLOOD 

£18.00 

KRAZY IVAN 

£22.00 

LOADED 

£30.00 

LONE SOLDIER 

£20.00 




MAGIC CARPET 
MICKEY'S WILD ADVENTURE 
MORTAL K0MBAT3 
NBA IN THE ZONE 
NBA JAM TE 
NBA LIVE 96 
NEED FOR SPEED 
NEGCON CONTROLLER 
NHL FACE OFF 
NOVASTORM 

OFF WORLD INTERCEPTOR EXTRE 

PARODIUS 

PARODIUS 

PGA TOUR 96 

PHILOSOMA 

POWER SERVE 

PRIMAL RAGE 

PSYCHIC DETECTIVE 

RAIDEN PROJECT 

RAPID RELOAD 

RAYMAN 

RESURRECTION RISE 2 
RIDGE RACER 

RIDGE RACER REVOLUTION 
ROAD RASH 
SHELLSHOCK 

SHOCKWAVE ASSAULT 
STARBLADE 
STREET FIGHTER 

STREET FIGHTER 2 MOVIE 

STREET FIGHTER ALPHA 

STRIKER 

TEKKEN 

TEKKEN 

THEME PARK 

TOTAL ECLIPSE TURBO 

TOTAL NBA 96 

TRUE PINBALL 

TWISTED METAL 

WARHAWK 


Come on, now. Get in touch. Just call our Mail Order department on 0171 636 2666 (ask for 


"Mail Order"). Lines are open 10am-6p 



Why not visit 
one of our 
branches? 


Central London: 
32 Rath bone Place 
London WIP I AD 

(0171) 636 2666 



Harrow: 

282 Station Road 

Harrow, HA I 2EA 

(0181) 427 5800 


All prices and offers subject to change without notice & subject to availability. Pnces correct at press time, E&OE. All trademarks remain the copyright of their respective owners. I.D. re 



























19 25 

WARHAWK 

£30.00 

15 20 

NHL ALL STAR HOCKEY 

£30.00 15 20 

17 23 

WING COMMANDER 3 

£38.00 

19 25 

OFF WORLD INTERCEPTOR EXTREME 

£30.00 15 20 

10 13 

WIPEOUT 

£30.00 

15 20 

PANZER DRAGOON 

£28.00 14 18 


ired from sellers of stock. This ad= shopad.cdr 






























Aaakkkeeeyah! An 

EMPTY ANIMATED SUIT 

of Japanese samurai 

ARMOUR. 8ISHAMON IS 
THE ONLY FIGHTER TO 
CARRY A WEAPON AND 
AS SUCH HAS A DEFINITE 
FIGHTING ADVANTAGE. 


Similar in overall 

FIGHTING STYLE TO 

Ken/Ryu, this 
fanged-faced fighter 

BOASTS FIREBALL AND 
DRAGON PUNCH MOVES 
AS WELL AS A 
MULTIPLE HIT THROW. 


This water-based 

WARRIOR FIGHTS TO SAVE 
HIS HOME FROM BEING 
DESTROYED. EMPOWERED 
WITH A HYPNOTIC BLASTS 
AND POISON BREATH, OLD 
FISH FACE IS 
FORMIDABLE. 


One of the largest 

CHARACTERS IN THE GAME 

Anakaris IS 

SURPRISINGLY NIMBLE, 
WITH BOTH IMPRESSIVE 
CLOSE AND LONG RANGE 
SPECIALS UP HIS 
BANDAGED SLEEVES. 


WEREWOLF BUT I M 
ALRIGHT NOOOOW!” 

This furry fiend 

BOASTS VARIOUS 
CHARGE MOVES AND A 
FEARSOME CLOSE-RANGE 


BERSERK ATTACK. 




One Player Mutiple Players 


Admit it, YOU LOVE ’EM . 2-D beat-’em-ups that is. 

Combat king Capcom tries hard to put the 


WILLIES UP US ALL WITH A SPOOKY FIGHTER. 


' 


in the extreme, 
Darkstalkers has 


stations for new gameplay mechanics 
(such as air-blocking and guard reversals) 


always been a bit and then implemented them in their 


of an anomaly in the Capcom scheme of 
things. The original arcade game was 
released in early ’95 minus the usual bells 
and whistles that accompany virtually 
every fighting game release from these 
Japanese software giants, and even 
spawned a sequel in the shape of Night 
Warriors: Darkstalkers’ Revenge. In fact 
Darkstalkers is usually the 
strangely vacant machine 
left standing in some 
distant, dust-covered corner 
of your local arcade, 
unplayed and unloved 
(sniff). Those of you 
unfamiliar with this B-movie 
monster beat-’em-up don’t know what 
you’re missing. 

Essentially, Darkstalkers takes the well- 
honed Street Fighter game engine and 
grafts on a few added extras. In fact 
Capcom has used both the Darkstalkers 
and Marvel Super Heroes games as test 


current pride-and-joys, Street Fighter 
Alpha and SF Alpha 2 . 

Monster mash 

As far as this baby goes, you all know the 
score by now. One (or two) players 
choose a character and battle their way 
through numerous combat rounds in order 

to prove who’s Mr Big, 
Numero Uno, The Main 
Man, The Big Cheese etc. 
Each fighter has their own 
standard special moves 
plus super attacks that 
may only be performed 
once a power meter at 
the bottom of the screen is full. There are 
ten characters to choose from, ranging 
from the blood sucking Demitri to the 
patchwork quilt of a creature, Victor, and 
it’s certainly worth trying out all of the 
fighters just to see Capcom’s superb 
animation in action. In fact, you can find 


[Above] “Be off with you!” A mere flick of the wrist is 
all that’s required for Victor to repel most of his foes. 
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[Above] Japanese Samurai warrior Bishamon attempts 


to turn the water-dwelling Riuko into fish fingers. 


Information 


Publisher: Virgin/Capcom 
Customer Support: 0171 368 2255 
Price: £ 44.99 
Release date: July 

















































































































































































yourself spending half the time watching 
out for amusing frames such as 
Sasquatch’s eye-popping face and J 
Talbain’s werewolf transformation. 

If, like me, you’re a big fan of Capcom’s 
unique anime style artwork then you’ll 
adore Darkstalkers. From the impressive 
intro sequence to the hilarious continue 
screens, this game is pure eye-sex! Don’t 
let other less-competent game mags 
dissuade you with cries of “but there are 
frames of animation missing... moan- 
moan... why can’t you play as the bosses... 
mutter... mutter... slow loading times etc.” 
Make no mistake - Darkstalkers is a 
fighting fanatic’s fiendish friend. 

Creature Shock 

For a start, all the sound effects have 
been sampled directly from the digital 
masters and the arcade music has been 
completely arranged, so make sure the 
volume level on your TV is cranked right 
up. As for missing animation frames - 
Pah! PlayStation Darkstalkers boasts some 
of the smoothest animation seen in any 
fighting game and easily surpasses the 
home version of Street Fighter Alpha. 

We’re talking five layers of parallax 
scrolling and transparencies that weren’t 
even in the original arcade game. Yes, 
loading times are obvious but surely that’s 
a small price to pay for near arcade 
perfection? The only downside is the lack 
of optional extras such as endurance 
rounds or team battles which would 
certainly have increased long term 
playability. 

If you’re a fan of any of the SF games 
then Darkstalkers should satisfy your 
bloodlust for a few months, with crazy 
cartoon characters and a challenge level 
that’s truly monstrous. 


oo 

ooo 

oo 

ooo 

oo 


Looks 

Sounds 

Gameplay 

Value 

Fright Factor 


Lightning-fast and 
powerful, Felicia is 

EASILY ONE OF THE 
TOUGHEST CHARACTERS 

in Darkstalkers. 
Expert players will 


PICK THIS FURBALL 


TIME AND TIME AGAIN 


Novice players are 

BEST STARTING WITH 
EITHER DEMITRI OR 
SEXY MORRIGAN. 

Beautiful but deadly 


LADY WILL 


SMOOCH YOU OR SUCK 
THE LIFE FROM YOU! 


[Above] Anakaris lets Bishamon get a good look at 
what's really up his sleeves. Those mummies, eh? 
They're so wrapped up in themselves. 


THE MOST HILARIOUS 


CHARACTER IN THE 
GAME, SASQUATCH IS 


A WALKING HEARTH 
RUG WITH WlNTERY 


CHEERY 


OCCASIONALLY 


Tackling opponents 


PILEDRIVER ATTACKS, 

Victor handles like 
A SLOW but strong 


Capcom at its creepiest 
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Surely any game where players sport 

APPALLING JUMPERS AND HORRENDOUS TARTAN 

TROUSERS should be SEVERELY ridiculed? 

Gremlin thinks not actua-ly. 
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eagles, albatross. 

Mean anything to you? 

If you’re a big fan of 
Faldo or follow the sporting highs and 
lows of Sevvy then you’ll no doubt be 
familiar with these bizarre terms. Golf is 
huge, with massive prize money to be 
won and celebrity status to be gained. 

So what’s all this got to do with the 
PlayStation then? Read on, puzzled 
reader, read on... 

Gremlin Interactive has already had 
phenomenal PlayStation success so far 
with its first two titles, the frenetic 
gore-fest. Loaded and Actua Soccer, the 
first in the firm’s planned sports series 
which looks like setting the standard in based on an existing location, such as 
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[Above] Amongst the many course hazards to avoid are the water sections. Lose your ball in one of these 
babies and you’re gonna be playing with waders on. 
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Publisher: Gremlin Interactive 
Contact: 0114 275 3423 
Price: £ 45-50 
Release date: July 


32-bit gaming thanks to some brilliant 
motion-captured animation and tight 
gameplay. Actua Golf definitely has a 
lot to live up to. 

Tarbie & Brucie 

Actua Golf ain’t half bad too. For 
instance on the visual side, Gremlin has 
once again utilised their motion-capture 
studio facilities this time to record 
professional golfers strutting their stuff. 
Although nowhere near as flashy as 
Actua Soccer, each golfer moves fluidly 
enough whether swinging, putting or 
ranting at a missed putt. Each course is 


the Royal Glen Golf Club, and both 

terrain and weather have noticeable 

* 

effects on your gameplay. As balls are 


Tee for two 

If it’s multiple game options you’re after 
then look no further. Actua Golf boasts a 
stunning selection of gameplay modes 


battered around the fairway, a variety of including Practice (ideal for beginners), 
instant replays may be called up for play Strokeplay (nine or 18 holes played). 


analysis, including a three-way split¬ 
screen view adding to the glossy 
televised match style. 

To further increase realism, Gremlin 
has enlisted the talents of highly 
respected commentator, Peter Aliss, who experienced golfers seeking a lengthy 


Matchplay (two players go head-to- 
head), Skins (compete for big money) 
and the multi-player extravaganzas that 
are Foursomes and Fourballs. There are 
also AMA Tour and Pro Tour modes for 


provides over 1,500 sampled quips and 
observations, ranging from walk¬ 
throughs of each course, to 
encouragement for impressive shots. 


challenge against up to 23 human and 
CPU opponents. 

So what we have here is a truly 
realistic, highly playable and thoroughly 
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[Above] The end is in sight with just a slight tap of 
the putting wedge required to separate the winners 
from the losers. 




























































































enjoyable golfing simulation that’s 
guaranteed to provide both hardened 
sports fans and complete novices with 
weeks of entertainment. 

Real gripes and groans are few, 
although it has to be pointed out that 
there were incredibly loooooong loading 
times with our review copy of the game 
and these will more than likely appear 
in the final packaged version. 

Not being a golfing nut myself, I have 
to say that in terms of both instant 
accessibility and enjoyment, Actua Golf 
definitely scored a hole-in-one with this 
reviewer. Let’s face it, any sports game 
that players can just pick up and get to 
grips with in a matter of minutes yet 
provides long term fun, is surely a 
winner in anyone’s book. 




Shows the exact distance to be covered in 
order to reach the current hole being 
played. Obviously this number reduces the 
closer a player gets to the pin. 


SE 












The current club in use. Players may 
select from various woods, irons and 
putting wedges depending on the 
type of shot being played. 


Yep, that's right, this is the 
fourth ball played so far. No 
prizes for guessing what the 
next will be, eh? 
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Sometimes, due to obstacles 
on the green, players may be 
unable to see the hole clearly. 
This text displays the ideal 
shot to be played in order to 
reach the target. 


A miniature aerial view of 
the course with bunkers, 
foliage and water shown. 

As players move around the 
green, a red line indicates 
movement 


The Ball Arc Line shows the 
direction in which the ball 
should travel. Shorten or 
lengthen the Arc in order to 
avoid hazards and adverse 
weather conditions. 


The weather plays an 
important role in 
Actua Golf. This 
arrow indicator shows 
from which direction 
players can expect 
gusts and breezes to 
come, as well as the 

airspeed. 


This is the most 
important on-screen 
instrument to watch. 
The dial represents 
both the ideal power 
and stroke to use on 
a shot. Press X once 
to start the power 
meter, tap it again 
when it reaches the 
first red mark, then 
again when it reaches 
the next. The first 
indicates how hard 
players are hitting 
the ball and the 
second relates to 
whether it*s a hooked 
or sliced shot. The 
centre image shows 
the exact current 
location on the green. 



mmm 


Straight 


LOADING HOLE 


[Above] The Practice mode enables inexperienced 
players to try their hand at a few holes before 
entering the main events themselves. 


CLUB SELECTTOTv 
Driver 
2 Wood v' 
5 Wood 

2 Iron 

3 iron 

4 Iron 

5 Iron 

6 iron 

7 Iron 

8 Iron 

9 Iron 

S Wedge 
P Wedge 
Putter 


HOT TYPE MENU 


Chip 

Chip and run 

Pitch 

Punch 


2 Wood 
Normal 
Straight 


[Above] Choose your weapon. The computer will 
automatically select a club for you before each shot, but 
players may choose any of the woods or irons on offer. 





HOURS 




DAYS 




WEEKS 


k. A 


MONTHS 


CONSTANTLY 


FREQUENTLY 


OCCASIONALLY 


NEVER 



ONE PLAYER 


MULTIPLAYER 




Looks 

Sounds 

Gameplay 

Value 

Fairway Factor 
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Leaves PGA ’96 in the rough 


Alternatively: 

PGA Tour ’96 (86%) 
World Cup Golf (71%) 
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Developers 


TO STRUGGLE in 


MAKING PlayStation PLATFORMERS any 
FUN , Skeleton-meisters, PLAYMATES , has 

the BONES of a GOOD idea... 


x can convince the gullible, 

V P 0 ) ar, d if you were to believe it 
~ y in this case then Playmates 
Interactive Entertainment’s latest release 
should be a platform gamer’s idea of 
heaven. Skeleton Warriors apparently 
boasts “fully modelled 3-D characters, a 
CD-quality soundtrack by the award¬ 
winning Tommy Tallarico (who?) and the 
smoothest character animation you’ve 
ever seen!” Does it bollocks. 

What Skeleton Warriors does have is 
poor gameplay, predictable levels and 
the ability to reduce the PlayStation’s 
legendary status to that of a humble 16- 
bit machine. 

Players take on the role of the valiant 
Prince Lightyear and, utilising both 
sword-fighting and magical powers, 
battle the forces of darkness across 20 
side-on scrolling platform levels. 
Progression through each stage is 
hampered by the presence of undead 
skeleton warriors that attack in 
increasing numbers. Simply shattering 


these foul creatures into a dozen pieces 
isn’t enough. Whilst a swift sword swipe 
usually does the trick, the skeletons 
reform unless you collect the various 
power-up icons that are deposited after 
a successful decapitation. These useful 
items then bestow special abilities upon 
our hero and enable a range of energy 
attacks to be unleashed which certainly 
prove handy for clearing crowded battle 
sites and end-of-level monsters. 


Publisher: Playmates 
Interactive Entertainment 
Contact: The Video Game 
Centre on 01202 527314 
Price: £59.99 (import) 
Release date: Out Now 


DEM BONES, DEM BONES 

With the advent of such 3-D platforming 

delights as Jumping Flash, it’s hard not fact there are hardly even any platforms 
to be critical of a title that bears an to speak of and surely that’s a 

uncanny resemblance to the endless glut prerequisite for any platform game, or 

of poor quality platform games that am I just being too picky? 

plagued 16-bit consoles. US programmers 
Neversoft was originally developing the 
Skeleton Warriors licence for both the 
Mega Drive and Super NES when the 
decision was made to switch production 
to the Saturn and PlayStation. 

Unfortunately, the resulting game feels 
rushed, with a series of 3-D rendered jet 
bike bonus levels tagged on almost as 
an afterthought. Basic gameplay has 
been seemingly thrown out of the 
window. 

Take the SGI modelled characters for 
instance. Please. There are over 100 of 
these buggers yet each one appears on¬ 
screen as a tiny sprite instead of the 
huge, lumbering creaturesjhey should be. 

Even as a platform game. Skeleton 
Warriors fells flat on its boney face. The 
layout of each stage is virtually identical 
with players hacking and slashing their 
way from the ,left of the screen to the 
right^There are no hidden bonus areas, 
level warps,or tricky chasms to leap. In 


One Player 


AIN T GOT NO BODY 

Visually, the PlayStation almost seems t< 
struggle with a few layers of parallax 
scrolling and Neversoft has stated that 
unlike the Saturn, which can handle 
simple 2-D scrolling backgrounds with 
ease, this version required each level to 
be constructed from blocks of sprites 
before the game would run at 6ofps. It’s 
only when tackling the 3-D flying 
sequence that your faith begins to be 
restored although even these are 
nowhere near as smooth as what we’ve 
come to expect from a machine that can 
easily handle the likes of Ridge Racer. 

It’s doubtful whether Skeleton 
Warriors will actually even receive an 
official PAL release, but it’s obvious that 
even if it does, it sure ain’t gonna be a 
big seller. Make no bones about it 
(boom, boom), this just hasn’t got what 
it takes to cut it as a true next 
generation title. 














fck AS WITH ANY PLATFORMER WORTH ITS SALT, PLAYMATES* SKELETON I WARRIORS 
W FEATURES A HOST OF BOSS CHARACTERS TO TACKLE BEFORE PROGRESSION TO FURTHER 
LEVELS IS ALLOWED. MOST OF THESE GUYS REQUIRE NEXT-TO-NO SKILL TO DEFEAT AS 
THEY BOAST PATHETIC ARSENALS AND EASY TO MEMORISE ATTACK PATTERNS. HOWEVER, A 
FEW OF THEM WILL PUT EVEN THE MOST EXPERIENCED WARRIORS TO THE TEST. 


CONSTANTLY 


Grrr! Mighty of tooth and vicious of 

CLAW, THE HAIRY BEAST KNOWN AS URSA 
IS YOUR FIRST FIERCE FOE. PLAYERS WILL 


OCCASIONALLY 


BE ABLE TO SEE HIS MOVES COMING 


FROM A MILE OFF AND EASILY DODGE HIS 


ROLLING ATTACK AND BOULDER BARRAGE 


[Dagger] 


NOW THIS GUY ACTUALLY 


REQUIRES A BIT OF SKILL TO CONQUER AS 
JUST WHEN YOU THINK HE*S DEFEATED, 


OLD BONEHEAD LEAPS BACK TO LIFE WITH 
A FRESH ENERGY BAR. KEEP YOUR 


DISTANCE AND AVOID THE FLAMING 


PELLETS 


This bizarre floating mutant bares a 


STRIKING RESEMBLANCE TO YOUR LOWER 


INTESTINE AFTER A PARTICULARLY NASTY 

korma. Still let’s not hold that 

AGAINST HIM. OLD MUDU SPEWS OUT A 


VARIETY OF BITING BUGS BUT A FEW 


WELL-TIMED SWORD SWIPES WILL FINISH 


[Aracula] 

Yeah, okay, so this is as far as I 

MANAGED TO GET BUT BELIEVE ME, 

Aracula is a tricky blighter, make no 
mistake. After launching himself to 

THE CEILING THIS END-OF-LEVEL MENACE 


prerequisite 


ATTACKS WITH ACID BLOBS, ENERGY BLASTS 
AND LETHAL AXES. FOR BEST RESULTS, 


BLOCK AND USE HIT-AND-RUN TACTICS 


Looks 

Sounds 

Gameplay 


[Above] Collide with too many 

E rased structures and the 

>nus flight round is cut 
painfully short. 


Naff, 6-bit style platformer 


Alternatively: 

Rayman (87%) 

Mickey’s Wild Adventure (79%) 


[Above] The Crystal Cave level features all manner of vile beasts including 
stinging jellyfish and spikey-spined creepy crawlies. 
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’ELLO JOHN, COT A 
NEW MOTOR? 

The six initial cars in Drift King all 

HAVE SUBTLE DIFFERENCES IN HANDLING, 
SPEED AND GEARING. OUR RESIDENT ARTHUR 

Daley gives them the once over. 

Type-SX (Nissan Skyline GTR?) 

“Massively quick an 1 it looks the business, 

BUT I CAN’T SHIFT 
THIS SORT OF 
GEAR IN A MONTH 

of Sundays. 

Drinks petrol 

AN* ALL.** 










YOU A COUPLE OF 


TYPE-RS 




TYPE-CV 




BODY, SO IT GOES 
GOOD AN* ALL.** 


Type-86 (Toyota Starlet?) 

“This one’s fast in straight lines, but it 

GETS A LITTLE WOBBLY WHEN FACED WITH A 
DECENT SET OF S’S. OVERALL, A BIT TOO LARGE 
AND UNPREDICTABLE "11, 

1“ CAR SElSTt *8 

TO BE A PURE | mm mm mm wm 

w> IYPt**86 - 

DRIFTER, BUT A U ■ 

CAR, IF YOU CAN’T 

AFFORD A TYPE-CV.” I» M fan —. tm 


Type-SV (Nissan Sylvia?) 

“Green motor, you must be jokin’ - unlucky 
ain’t they? Shame though, good runner, 


DECENT POKEY 
ENGINE, NOT 
MUCH GRIP 

though. Give 


CAMELS FOR IT. 


Type-RS (Mazda MX-5?) 

“I COULD SELL A HUNDRED OF THESE AT THIS 


TIME OF YEAR, 

NICE LITTLE RAG 
TOP, GRIPS LIKE A 
TERRIER, LOTS O* 
FUN IN THE 

corners. Needs 


A BIT MORE POWER THOUGH. 




Type-MR (Toyota MR2?) 

“Now THIS IS THE BUSINESS, NOT A LOT OF 
GRIP, SO PERFECT FOR SKIDDING, AND IT*S MID- 
ENGINED TOO, SO YOU DON’T GET A LOT OF 


WARNING WHEN 
THE TAIL STEPS 
OUT OF LINE. 

Editors of 
PlayStation 

MAGS LIKE ’EM.** 


Why just DRIVE FAST when you can drive fast AND do STUPID things 
as well? This coin-op CONVERSION will arrive OFFICIALLY soon, but 
IS it REALLY WORTH IT? 


Swift 


Starlet 


Starlet, GTR, 
Silvia. A flash of 


very same kids have come up with Drift 
King, a Ridge Racer- style game based on 


lights, the roar of the coin-op of the same name, which 


Type-CV (Honda Civic?) 

“You can’t beat a little goer like this. 
Perfect for the ladies fer shoppin’ an’ that, 


AND IT’s GOT A 
REVVY LITTLE 
1595CC ENGINE IN 




Publisher: )aleco (import) 
Contact: The Video Game 
Centre on 01202 527314 
Price: £ 59.99 
Release date: Out now 


One Player 


Memory Card 


an engine at red line and whooosh - 
they’re gone! Head up to Mt Tschuba, 90 
minutes outside Tokyo, any night of the 
week at sunset and you’ll 
encounter scores of young 
rich kids doing stupid things 
with their modified high 
performance cars. 


takes the emphasis away from straight 
line speed and places it on staying in a 
controlled skid for as long as possible. 

The difference between the 
game and real life is that 
instead of a deserted 
mountain. Drift King takes 
place on the busy highways 


Drift King 
is Ridge 


The tight mountain roads RSCGT Oil of Tokyo itself. It’s Speed 


and sweeping curves are 


perfect for the group known \/2i 1111 fyi 
-1 r- v QUUIII 


as ‘drifters’, who like nothing 
more than to hurtle down the mountain, 
slam their cars sideways and spend the 
entire descent in one glorious, tyre 
screeching powerslide. To them it’s an art 
form, and outsiders are regularly rammed 
over the cliff face. 

Traction control 

The reason for this downright dangerous 
pursuit is sheer frustration. The roads in 
Tokyo are so packed with cars that it is 
now totally impractical to have one, let 
alone a isomph fire-belcher. With this in 
mind, and the fact that a PlayStation 
game is cheaper than a full set of 
Yokohamas and a new front wing, those 


meets Destruction Derby ! 
H Guaranteed fun for 

petrolheads, surely? 


Shiny blue MR2 

Er, no it’s not. Sorry to douse the flames 
of automotive passion, but Drift King 
(aka Tokyo Highway Battle when 
released officially) is about as exciting as 
a distributor cap on a Vauxhall Viva! 

Although visually it is quite impressive, 
as soon as you press pedal to the floor you 
instantly know what’s wrong - 
damn slow. Drift King is Ridge Racer on 
Valium, a spongy treacle ride through 
unspectacular areas of downtown Tokyo 
that lack detail, depth, and more than eight 
colours. Sqre it’s fun to slide about in a car 
that looks not unlike an MR2 or Skyline 


[Above] It’s do or die time as two lorries force you to go for the gap in 
your little Mazda. The highway signs are all authentic. 
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HAVE YOU GOT 


ft 


INTO THE 


VALLEY 


& 




BY THE SKIDS? 


If you want to achieve the perfect drift (four wheel slide) then you’ll 

NEED THE FOLLOWING: A CAR (PREFERABLY NOT YOURS), A SERIOUSLY SHORT 


HAIRCUT, WRAPAROUND JET BLACK SHADES, NO SENSE OF SELF PRESERVATION, AND A 
ROAD WITH LOTS OF BENDS IN IT. HERE'S HOW THE PROPER DRIFTERS DO IT (lE 
WITHOUT THE NEED TO USE THE ‘DRIFT* BUTTON). 


I* 


M* 
















◄ Approach a tight bend at full tilt in a low gear 

WITH THE REVS HIGH. BEFORE YOU REACH IT, DAB THE 
BRAKES WHILE STILL ACCELERATING AND TURN INTO THE 
CORNER TO FLICK THE BACK OUT. 



GTR, but without anything like the sense of 
speed of, say Wipeout, you never feel as if 
you’re dicing with death. This game needs 
to be at least twice as fast, and if this is 
the NTSC version, what’s the official PAL 
game going to be like? 

The developers have even made 12, 
the ‘drift’ button, thereby negating the 
skill it takes to do it using the brakes 
and accelerator. Any fool can flip the back 
out, but it takes a real master to do it at 
loomph, and hold it in a perfect four 
wheel drift whilst avoiding traffic. Did I 
say traffic, I meant two buses and a 
couple of cars. Tokyo Highway Battle - 
Pennine Way Battle more like! 

Ultimately, despite some neat looking 
cars, and the ability to modify your 
vehicle in nine different ways (engine, 
exhaust, tyres, intake, suspension, 
brakes, transmission and aerodynamics), 
Drift King is plain boring. If )aleco want 
to release this officially, they should try 
doubling the frame rate and get rid of 
the bloke with the big lips! 
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[Above] Having drifted through an entire chicane, 
you must angle the car so that it faces the exit of 
the bend before powering on and steering out of 
danger. Lift off the accelerator or make a steering 
mistake and you slam into the walls either side. 
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► With the car going 

SIDEWAYS TOWARDS THE 


'oWA'-Tv* ■ 


u»fr 


BARRIER, TURN THE WHEEL TOWARDS THE APEX OF THE 
BEND TO INCREASE THE ANGLE OF THE CAR TO THE WALL. 
YOU SHOULD NOW BE GOING SIDEWAYS AT PACE. 
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◄ NOW QUICKLY TURN THE ^ - 

WHEEL IN THE OPPOSITE DIRECTION AND INTO THE SKID 
SO THAT THE CAR IS SLIDING AROUND THE CORNER BUT 
YOU ARE BEGINNING TO TURN AWAY FROM THE WALL. 

Hold for as long as possible. You are now 

DRIFTING. 


/W 


LONG TERM PLAY... 


HOURS 


DAYS 


WEEKS 


MONTHS 


CONSTANTLY 




V 


.... 


A 


FREQUENTLY 






OCCASIONALLY 




NEVER 





ONE PLAYER 


MULTIPLAYER N/A 






[Above] Shortly after this picture was taken, the Honda Civic ploughed into the bus and 
killed all on-board, including a young girt called Tammy. Kill your speed, not a child... 






Looks 
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Value 
Tyre wear 
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Bottom gear! 


Alternatively: 

Ridge Racer Revolution (90%) 
The Need for Speed (94%) 
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Cheats • Tips • Letters 


NFL CAMEDAY 

Secret Options Screen/Extra Teams 

One of Sony US’s biggest selling 
games, NFL Gameday has a few 
hidden goodies tucked away within 
its digitised innards. For starters 
there’s a secret options screen 
available by entering this code: Ri, 


Ri, L2, Li, 




Li, Li, L2, Ri, 




Ah, the SUMMER finally arrives in a BLAZE OF GLORY . So why are 
you KIDS stuck indoors playing COMPUTER GAMES? If you wanna 


R2, Li, A, A when the Gameday 
logo appears. 

What’s the matter, not enough 
teams for ya? Okay then input this 
code for even more squads: 

Ri, R2, Li, L2, #, ■, A. Then hold 
Li and Ri and gasp in wonder at 
the new teams that are now 
available. 

KRAZYIVAN 

Level Select 

Giant mech. suits, alien invaders and 
crazy Soviets? We love ’em and what’s 
more we’ve got our hand on a nifty 
level select cheat that’ll whisk you 
through this smart shoot-’em-up in no 
time at all. Simply begin a Normal 
Game, go to the Mission Selection 
screen and start at RUSSIA. Then 
press Right, Left, Down and 5. Once 


CRACK EVEN THE TOUGHEST CONSOLE GAMES AND GET DOWN TO THE BEACH this code is entered choose v° ur 


pretty DAMN SHARPISH , you’ve come to the RIGHT PLACE . Send your 
best CHEATS , hints, tips and MIRACLE hay fever CURES to: Play Tips, 
Play magazine. Paragon House, St Peter’s Road, Bournemouth, Dorset 
BHi 2 JS. Or e-mail matt yeo at myeo@paragon.co.uk. We want all the 

LATEST CHEATS FOR EVERY NEW GAME, SO GET THEM IN NOW* 


desired level comrade. 




AGILE WARRIOR 

Passwords/Extra Goodies 

Virgin Interactive’s finger-blistering 
helicopter assault game sure ain’t 
easy to complete so if you’re in 
need of a helping hand, look no 
further, these levels passwords 
should ease your progress: 

Level 2: 5433 
Level 3: 0007 
Level 4: 1213 
Level 5: 1224 
Level 6: 7154 



TOSHINDEN 2 

Bashing the bosses 

To get into a battle with Sho, you 
must first beat the game on level five 
or above without losing any of your 

continues. A secret shortcut to playing to the title screen again and as the 

against Uranus and Master is to go to menu items fly in press this sequence feature is enabled and you can now 


you can beat the game on level four 

or above with as many continues as - 

possible. The fastest way to do this is appears. 

to set the number of bouts to one. After beating the game when Sho 

and Vermillion are available the 

To play against Sho and Vermillion go menu box should turn green. This 

shows that the instant secret moves 


the title screen and as the menu 
items fly in from the left following this 
sequence on controller one... 

Li, L2, ▲, Ri, R2, 


on controller two... 
■, R2, Ri, ▲, L2, Li 


perform secret moves by simply 
pressing the Ri and R2 buttons 
together. 



Or if you want to do it the hard way 


Invincibility 

During any mission, press Pause and 
then enter the following code: 

, ■, ■, ■, ▲, A, A, #, Down, X, 

. A. A. A. 




Maximum Fuel & Armour 

During any mission, press Pause and 
then input this code: 


Left, 






, Up, 





, Right, 



, Down, X, A, A, A, 



Again, the hard way is 
to beat the game on 
level six with as many 
continues as possible or 

beat it with the Master 
at level five or above. 

To select a boss 
highlight the “?” on the 
character selection 
screen and hold down 
the Select button to 
slow the scrolling. Now 


press 





or X 


with the required boss 


























































RISE 2: 

RESURRECTION 


GOAL STORM 

Stone Heads 

Wait for the title screen to appear 
and then press Up, Up, Down, Down, 
Left, Right, Left, Right, n, I. You’ll 
know if the cheat has been entered 
correctly as you should hear a crowd 
cheer. Begin a game, in any mode, 
and prepare to laugh your socks off 
as all your players will have huge 
Easter Island heads! 


DESCENT 

Cheats-a-plenty 

The following codes will enable 
players to access a variety of 
cheats including the ability to skip 
ahead to later levels, speed up 
dramatically and even stroll through 
whilst being indestructible. 

All Keys: ■, X, •. A, X, A. A, X, A. 
X, A, X. 

Turbo: ■, A, •, ■, •, X, ■. X, •. A 
X. 

All level access: A, ■, ■, A, •, •. 

■, ■. A, •. ■. ■ 

Mega Zowie Wowie: A, ■, #, X, A, 
■, X, A, ■, X, #. ■. 

Invulnerability: ■. A, #, ■, ■, A, 

•. •, ■. A. ■. X. 

10 lives. Mega weapon, All level 
access: A. X, ■, ■. A, •. #. ■. A, 
■, •, X. 


CYBERIA 


Ultimate Level Code 

When beginning a new game, enter 
the name: NEMROSIM on the 
identification screen and press 
enter. A screen will appear with 
arcade and puzzle skill levels 
available. Press Start and yet 
another menu will appear. From this 
screen select Load and you’ll have 
access to every flippin’ password in 
the game! Alternatively, you could 
try these little beauties: 

Area Passwords 

If you’re stuck on a particularly 
tricky level of Interplay’s Cyberia, 
then worry no more. These handy 
passwords should make your 
progression into the game a little 
easier: 


RIG DOCK 
MEET GIA 
SKEET SHOOT 
BIG KISS 
ZAPPED 
GOING UP 
BIG SHOCK 
EASY RIDE 
CATWALK 
OPEN OCEAN 
STEAL PLANE 
ROUGH RIDE 
ISLAND RUN 
VALLEY RUN 
PORT FLYBY 


UNDERGROUND 
PIT STOP 
ICE SCREAM 
COLD FEET 
DOOR MAN 
LOCKED OUT 
SLICEOMATIC 
NOT FRIENDS 
LISTEN IN 
GENIUS 
RED LIGHT 
DRUG STORE 
UNSAFE DOOR 
GRAFFITI 


Boss Code 

At the character selection screen, 
using controller one, enter the 
following code: Right, Right, Right, 
Right, Up, Up, Down, Left, Left, Down, 
Down. If performed correctly both 
players will be able to select the end- 
of-game boss, Vitriol, who’s one tough 
mutha. Vitriol can take loads of hits 
and also delivers powerful attacks. 




Dear Piay, 

I have to admit that I’m a real beat-’em-up fan and think that the 
PlayStation has some of the best fighting games available on any home 
system. With the likes of Tekken 2, Street Fighter Alpha and Mortal Kombat 
3, the PS is easily the best console I’ve ever owned. I was wondering if you 
could tell me what beat-'em-ups are going to hit Sony’s wonder machine in 
the near future? 

Wayne Smart, Tipton 

Blimey, if it's frantic, full-on fighting action you’re after then you’ve 
definitely come to the right place! The PlayStation has a truly awesome 
combat line-up for the next six months so let’s take a look at what the big 
guns have in store for us: 

Capcom: Although, until recently, known for their superb 2-D arcade games, 
Capcom has recently branched out into the world of 3-D with both the 
chilling Resident Evil and the soon-to-be released polygon basher, Star 
Gladiators. Similar in appearance to Zero Divide, SG features a motley 
collection of aliens and droids slugging it out within enclosed arenas. A 
PlayStation version is definitely in the works as Capcom has utilised 
Namco’s System 11 arcade board which should make a home conversion 
relatively straightforward. 

Also on the cards is Street Fighter Alpha 2, the sequel to the ultra cool 
2-D fighter that blew away our reviewer in Play issue 7 scoring a whopping 
93%. This new game features 18 world warriors, loads of new moves and 
backgrounds, and secrets galore. Expect SF Alpha 2 sometime before 
Christmas. 

Finally there’s Marvel Super Heroes, the highly under-rated 2-D beat-’em- 
up that features such fan favourite comic characters as The Hulk, Spider- 
man, Captain America and Iron Man. With the development problems that 
DarkStalkers suffered, it’ll be interesting to see if this cartoony fighter 
makes it to the PS at all. 

GT Interactive: The creative bods behind the likes of Ultimate Mortal 
Kombat (Saturn) and PlayStation Doom are busy tinkering away with a 
brand new, updated version of the classic Williams fighting game. 

Scheduled for a Winter *96 release, Mortal Kombat Trilogy promises 26 
selectable characters, hidden warriors, new kombat kodes, improved 
artwork, team battles and an endurance mode. Players will be able to fight 
with virtually every character from any of the three games on any of the 24 
backgrounds (including settings from MK, MKII, MK3 and Ultimate MK3). 
Namco: There may be a Tekken 3 early next year but don’t hold your breath 
for a PlayStation conversion just yet. Next up from the arcade kings comes 


the amazing Soul Edge. We took an in-depth look at this weapons-based 3- 
D fighter last issue and are chomping at the bit to get our hands on the 
finished PSX version. Expect this game to go ballistic. 

Square: Former Nintendo bed partner and RPG god, Square Soft is about to 
step into the bloody beat-’em-up arena with their forthcoming offering, the 
bizarrely titled Tobal No 1. While details on this potentially massive 3-D 
fighter are thin on the ground it’s understood that Square has managed to 
nab some of the creative genius behind Namco’s Tekken series and even a 
few programmers from AM2! 
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One of the BEST adventure GAMES we’ve SEEN on the PlayStation, EA*S 
Fade to Black COMBINES arcade action and EXPLORATIONAL excursions 
with STYLE. This month sees the FIRST PART of an invaluable 
SELECT ION of hints and MAPS that’ll help you THROUG H some of the 
more CHALLENG ING parts of this BREATH-TAKING sci-fi romp. Enjoy. 




Level 1 Objectives 

• Find the Medicube containing a 
jamming device which will protect the 
ship from anti-aircraft defence 


systems. 

• Unlock the hangar doors by 
obtaining the access code from the 
prison manager. 


Level 1 Hints 

• To access the secret area just 
off the cafeteria, go into the 
meat locker next to the kitchen. 
Don’t kill the cook until you’ve 
activated the control panel which 
opens access to the secret area. 
In the secret room, make your 
way through navigating past the 
electrified floor panels to pick up 
the exploding bullets in the 
locker. Save them for Level two. 

• To get past the two 
regenerating Morphs in the West 
Hallway, you must activate a 
secret teleport by accessing the 
control panel in the Medic Hall 
where the spider was. This 
opens the passage to the 
teleport which takes you to the 
Medic Storage Room. Kill the 
drone and the Morph and 
destroy the regenerating tubes to 
prevent the Morphs from re¬ 
appearing. 

• In the Machine room, don’t 
bother trying to deactivate the 
forcefield by pressing the red 
button - the proximity mines will 
kill you. Instead, activate the 
crane and shoot the tube it picks 
up in front of the red beams. 

This will destroy the forcefield. 

• kill the zombie on the slab in 
the Infirmary else he’ll rise and 
set off an alarm. 

• At the Administrator’s Office, 
the locker will be locked. Kill the 
morphs and a diamond will 
appear. Walk to the diamond, 
and as if by magic, the locker 
will unlock and you can access 
the Hangar Code. 
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Mines - Bouncing 


Key to Complex 3 


Lockers 


Access Panel 


Morph drop 


Key to Complex 1 


Empty 


Barrel 


Morph existing 


J Key to Complex 5 


Bouncing Mine 


Barrel - exploding 


Morph patrol 


Document, 


Key to Complex 4 


Camera 


Recharger 


Bouncing Mine 


Key to Complex 2 


Drone - Smart 


Red Button 


Armour Piercing 


Anti Radiation 


Drone - Hover 


Robot 


Clip, Risidium 


Shield, Bouncing 


Electric Floor Panel 


Spider 


Cartridge 


Floor Panel 


Heat Seeking 


Risidium 


Force Field 


Starting Point 


Bullet Clip 


Cartridge 


Transporter 


Energy Recharge 


Kartrac 


Level 2 Objectives 

• Free Professor Bergstein from 
incarceration. 

• Take the Professor to the 
teleporter room. 

• Activate the nuclear reactor with 
the help of the Professor. 


• YOU CAN NEVER SAVE YOUR GAME ENOUGH 1 . USE THE FOUR IN-GAME SAVE SLOTS TO ENSURE THAT IF YOU MEET 
AN UNTIMELY DEMISE, YOU CAN CARRY ON AT A STRATEGIC POINT OUT OF HARMS WAY. SAVE! SAVE! SAVE! 

• Generally, it’s wise to explore the contents of every locker you come across. Handy power-ups and 

ESSENTIAL ITEMS CAN BE ACQUIRED THIS WAY, BUT BEWARE - MANY LOCKERS ARE BOOBY TRAPPED, EVEN IF THE 
RESULTS OF THE TRAP AREN’T IMMEDIATELY NOTICEABLE. 

• Always re-read messages and hints until you know exactly what you’re doing. They contain 


INVALUABLE ADVICE. 

• It’S WORTH EXPLORING EVERY NOOK AND CRANNY OF EACH OF THE LEVELS, AS MANY BONUSES CAN BE FOUND BY 
STRAYING OFF THE BEATEN TRACK. SAVE YOUR GAME FIRST THOUGH, AS NAVIGATING THESE AREAS CAN BE LIFE 


Level 2 Hints 

• At the start, quickly load the 
exploding bullets you got from Level 
one. In the North Hall, avoid the red 
floor panel at all costs. It won’t do 
your health any good. A spider will 
appear in front of you. Kill it quickly, 
as another will drop just behind 
you. They kill on contact so don’t let 
them get close. 

• In the Command Post, you’ll see 
two floor panels. To deactivate the 
forcefield ahead, walk across both 
pads then turn around and jump 
over the first pad. Walk over both of 
them again and the bars should 
disappear. Around the corner is a 
locker containing Plasma bullets. 
Save these for later if you can. 

• There are two control panels in 
the Machine Room. Activate the 
panel furthest from, not the one 
directly in-front, the door to shut 
down the reactor. 

• On entering the Research Lab, 
you’ll encounter a Hover Drone. 
Waste it quickly. Go to the locker for 
the Heat-Seeking bullets. Flick the 
switch to release the force-bars 
containing the professor. Don’t kill 
him or let him get killed! When 
leading the prof, don’t walk too 
quickly - he is feeble and slow! 
Check ahead alone to make sure 
you don’t get ambushed. 

• Back in the Machine Room, now 
activate the control panel in front of 
you to start the Complex Explosion 
sequence. Make your way to the 
teleporter and get the hell out! 


THRCATENING. 

• Never think twice about killing Morphs. Their only task is to stop you - it’s kill or be killed. 

• Recharge your energy as often as you can, and remember where the power stations are so that you 

CAN RETURN QUICKLY WHEN YOUR ENERGY IS LOW. 

• Try TO ACTIVATE ANYTHING AND EVERYTHING THAT LOOKS LIKE A CONTROL PANEL. THEY WILL GIVE YOU ACCESS 
TO AREAS YOU WILL NEED TO GO TO. 
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The GREATEST, grizzliest and GORIEST PlayStation 


GAME TO DATE, RESIDENT^ EVJL IS ALSO ONE OF THE 
HARDEST, REQUIRING NERVES OF STEEL, A MEMORY 


like an ELEPHANT and a 


« 


» 


DO NOT DISTURB" sign 


ON YOUR DOOR. THIS MONTH SEES THE FIRST 

INSTALMENT of a walk-through guide THAT’LL hold 

YOUR HAND AND LEAD YOU THROUGH THE DARK 

DEPTHS of THIS SCARY ZOMBIE WORLD. 






There are many different ways to complete Resident Evil, and 

several different endings. Rather than attempting to print all of them, we’ve 
chosen this specific walk-through which will get you through the game in the 
shortest time possible using Jill. 

We selected this version so that you can earn yourself the Rocket Launcher 
which will be awarded to you should you complete the game in under three 
hours. Once you’ve got the launcher, you can play the game again, exploring 
to your heart’s content, safe in the knowledge that your weapon has unlimited 
ammo, and is lethal to even look at... 



► Starting with Jill, take Barry and run 
into the dining room. Pick up the 
emblem and go to the next room. 
Kill the zombie and collect the 
ammo. 

► Go back to Barry and then to the 
main hall. Get the lock-pick, 
ignoring the map and ink ribbon, 
and head to the room on the right. 

► Enter the room with the two hell¬ 
hounds. Kill them and grab the clip 
hidden behind the second cabinet. 

► Go through the door at the end 
and pick up the plant. Get the 
shotgun from the shotgun room. As 
you leave the ceiling will drop, but 
Barry will save you just in time. 

► Go to the next hallway 
(opposite from the shotgun room) 
and run into the picture room. Flip 
the switches in order from baby to 
infant, boy, young man, man and 
old man. Flip the last switch to 
collect the medallion. 

► Leave and run to the storage room. 
Pick up the plant chemicals. 


Exchange items, taking only the 
shotgun, Beretta and clips. Take the 
herbs only if you think you’ll need 
them. 

► Leave and go upstairs. Kill the 
zombie on the right and run down 
the hall, through door. Run along 
the hall into upstairs main hall 
where Barry will give you acid 
rounds for the bazooka. Run over 
to the patio room to see dead 
Forrest and get the bazooka. 

► Return to the main hall upstairs 
and go across to enter the upstairs 
dining room. Kill the zombie on the 
left and push over the statue. Exit 
through back door. 

► Go downstairs and into the second 
storage room. Save your game with 
ink ribbon on the bed. Exchange 
items, taking chemical, wooden 
emblem and any weapons you 
want. 

► Run to the nursery and poison the 
plant. Get the key and also the red 
and green chemicals, mixing them 



u 


r\ -; 

[Above] The weapons in Resident Evil range from 
the puny to the powerful, but there is a trade off 
between weapon-size and ammunition available. 



to save room. Keep three spaces 
free in your inventory. 

► Go down the hall to the caretaker’s 
rooms. Pick up the clip and go to 
the desk, kill the zombie from the 
closet and pick up shotgun ammo. 
Leave the diary. 
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statue room and exchange the blue 
gem for the medallion. 

► Go to the back door and enter the 
ammo room, picking up the clip 
and shotgun ammo. You should be 
able to collect these as you should 
already have some to add to. 

► Go back to the storage room down 
hall, exchanging items - take the 
armour key, ammo for the Beretta 
and shotgun. Run back to the 
dining room on the lower level and 
through to the main hallway. 

► Go across to second 
door and enter 
using the armour 

key to unlock it. Get 

% 

clip on desk, killing 
zombie, and collect ammo 
from locked desk. 

Leave to main hall, 
up stairs and right into 


storage room and get serum. 
Exchange items, stocking up on 
healing products, shotgun and 
ammo. Take the bazooka if you 
need it - the snake’s up soon! Take 
the shield key from behind the 
clock also, leaving the armour key. 
Run back to Richard. 

► Get the radio and enter the attic. Get 
the clip from the candle room next 
door if you want to, but you won’t 
be able to find the shotgun shells as 
you don’t have the lighter yet. 

Kill the snake! Remember 
to heal yourself 

periodically, picking up 
the medallion and 
shotgun shells. 


► Exit and turn right. Head along and 
unlock the door, where you will 
find Kenneth’s body. Turn left into 
the bar, get the sheet music and 
play the piano. Go into the secret 
room and exchange emblems. 

► Return to the dining room. Place 


the gold emblem over the fireplace 
and get the armour key. Run around 
table to collect blue gem. 

► Return to the hall where Kenneth’s 
body is, turn right and take first 
door on left to the hall with the 
nursery and tiger statue. Go to tiger 


hallway. Run to suit of armour 
room to get medallion remembering 
to move statue to cover the poison 
gas holes. 

► Leave and run to the attic door. 
Unlock it to find Richard. If you 
have space, pick up the green 
plants. Talk to Richard, run back 
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[Above] Everything on screen may be destroyed including 
buildings, vehicles and slimy mutants. Leave 'em bleedin’! 


switches, liberating captive humans) to the 
obvious (blow up the required building and nuke 
everything in site!). For this unique isometric 
blaster, Mirage has utilised an intuitive control 
system enabling players to instantly switch 
between any member of their three man team at 
any given time, similar in style to Cannon 
Fodder. This can result in one poor mercenary 
being left to fend for himself for lengthy periods, 
but once mastered you’ll be co-ordinating 
multiple hit-and-run raids with pinpoint accuracy. 

From what we’ve seen so far, Bedlam! looks 
like being a blast. Indeed, players will be truly 
astounded at the sheer depth of detail awarded 
to the game’s many gritty, futuristic backdrops 
and seedy locations. 


creature torchin’, trigger 
happy gun-totin’ freaks, 
that’s what we are. Oh yeah, 
when it comes to intense, sweat-pouring, lock- 
and-load firepower frenzies, console owners are 
as blood thirsty as a vampire with a parched 
throat. Fortunately for us, next generation shoot- 
’em-ups are enjoying something of a resurgence 
at the moment. Forthcoming titles such as 
Konami’s Project Overkill and Funsoft’s Gender 
Wars aim to add fuel to the fire and even 
Mirage is getting in on the action with their 
second PlayStation title, Bedlam! Although we 
don’t know what was wrong with the original 
name, Mayhem, the subject of an issue seven 
Workstation. 






Some time in the future, a genetically engineered range of life forms, known as BioMechs, have rebelled 

AGAINST THEIR HUMAN MASTERS AND SEIZED CONTROL OF THE PLANET. FORCED TO LIVE UNDERGROUND OR HIGH ABOVE 

THE Earth in orbital cities, mankind’s only hope lies in cleaning up the globe and wiping out the menace of 

























bedlam! wired 
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[Above] Each zone is packed with perplexing 
puzzles requiring players to switch off electric 
fences, open blast doors and lower platforms 
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[Above] Each team member's assault suit only offers a limited degree of protection so be on the look 
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out for force shield power-ups. 
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[Left] The golden money icons are 
required in order to purchase 
improved weaponry and tougher 
armour in later missions. 
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vertigo-inducing heights of a crumbling tower 
block or wading knee-deep in foul sewers, the 
screen’s chock-full of motion, usually headed 


gonna be toast! 

The name of the game 


potentially 
top title, we’ve 
had our chance 


your way. Stop to admire the scenery and you’re to test an 


improved version of 
Bedlam! which now boasts a 
mightily impressive rendered 


* %/ S 


It’s the angle of your dangle that counts, so they intro sequence, in-game animation 
say, and developer Mirage has certainly made a and even more levels than before. Currently the 


wise choice in opting for an isometric point of 


programmers are concentrating on getting the 


view. This provides players with an all-important link-up game up-and-running (there’s no split- 


overview of the surrounding level as well as 
giving the developers a chance to impress us 
with some truly amazing architecture. 


screen mode) which will enable two-player co¬ 
operative play and even Doom-style Death 
Matches. It’s absolute necessities like 


Since issue seven’s in-depth Workstation first these that should result in Bedlam! being 


gave you a look at the bare bones of this 


a riotous, ricochet riddled ride! 



THE BlOMECHS ONCE AND FOR ALL. THAT*S WHERE YOU COME IN. TAKING CHARGE OF A CRACK THREE MAN MERCENARY TEAM, PLAYERS SPEAR-HEAD HUMANITY’S 
LAST DITCH ASSAULT ARMED TO THE TEETH WITH STATE-OF-THE-ART FIREPOWER AND ARMOURED BATTLE SUITS. RECENTLY ADDED TO BOTH THE PC AND 

PlayStation versions of Bedlam /, this stunning intro sequence sets the scene for mankind s last stand... 
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[Above] Mini-jumps don’t look difficult, but a cunning mid-air collision can send you flying head first 
into a watery grave... 



Absolute mayhem. That’s what frantic multi¬ 
player games are all about, and that’s exactly 
what Supersonic Racers promises to offer. The 
game has come along very nicely since we first 
looked at it two months ago, and is almost now 
complete. We’ll be bringing you an exclusive 
first review next month, but ‘til then, here’s the 
full low down on the game... 

Supersonic Racers will be set over 34 manic 
tracks full of argy-bargy action. Split over 10 
different ‘worlds’ or types of terrain, certainly 
there’ll be a lots to see, as well as conquer. 




With up to eight players tearing around the 
tracks at once, there’ll be plenty of fisticuffs 
flying as you ram your opponents off the track 
with sty little nudges, oh yeah, and there’s 
something called a race to win too. 

On your marks... 

When we last saw the game, only a handful of 
tracks were ready, and the handling of the 
vehicles still needed some work. Thankfully, the 
Supersonic lot have been beavering away for a 
good two months now and Racers has really got 
some shape to it. It plays well, and has got a lot 
of nice features, such as bridges to cross, 
trenches to jump and obstacles to avoid. 

Something else that has also been added, not 
in the original specification, is a special circuit 
mode. On each of the worlds now, one specially 
selected track will be available to be played in 
this new mode. It’s been designed so that you 
can see all the players on the screen at once. 
This means that although in some cases the 
camera will zoom out to view the track from an 
extremely lofty viewpoint, the whole course will 
be visible at once, and so will all the eight 
players. Always nice. 

An immense amount of focus-group testing 
has been put into Supersonic Racers, and the 
game is progressing brilliantly. Next 
month, I’ll say it again, we’ll have an 
exclusive first review. 









Information 


Name: Supersonic Racers 
Publisher: Mindscape 
% Complete: 90% 

Release Date: September ’96 









































































































GAME CENTRE 


WE STOCK:- PLAYSTATION, SATURN, 3D0, 32X, JAGUAR, SNES, 
MEGADRIVE, S. FAMICOM, GAMEBOY, LYNX, GAMEGEAR, NEO GEO (CD), NINTENDO 64. 


PLAYSTATION 


SATURN 


NEW RELEASES/ 


Resident Evil (USA) 
Tekken 2 (JAP) 

R.Racer Revolution (UK) 
True Pinball (UK) 

Alien Trilogy (UK) 

Track N Field 
MotorToon GP2 (JAP) 
Jumping Flash 2 (JAP) 
Galaxian 3 (JAP) 
Darkstalkers (JAP/USA) 
Tekken (JAP) 

Fade To Black (UK) 
PowerSport Soccer (UK) 
Loaded (UK) 

Lone Soldier (UK) 


54.99 

69.99 

44.99 

39.99 

39.99 

44.99 

69.99 

59.99 

39.99 

64.99 

19.99 

44.99 

44.99 

24.99 

19.99 


+ LOADS MORE IN STOCK 


Nights + Joypad 
Iron Storm (USA) 

Shining Wisdom (USA) 

Skeleton Warriors 
Panzer Dragoon 2 (UK) 

Winning Post (USA) 

NBA Action ‘96 (USA) 
Bomberman 
Keio Flying Squad (JAP) 

Street Tighter Alpha (Jap) 

Euro 96 
Clockwork Knight 1+2 (JAP) 29.99 
Victory Goal ‘96 (JAP) 59.99 

Shinobi (JAP) 14.99 

Decathlete 59.99 

Universal Adaptor 14.99 

+ LOADS MORE IN STOCK 


74.99 

59.99 

54.99 

54.99 

44.99 

49.99 

54.99 

59.99 

59.99 

39.99 

49.99 


HARDWARE 


Mario R.P.G. (SNES USA) 

Lufia 2 R.P.G (SNES USA) 
Lucienne’s Quest (3DO) 
SnowJob (3DO) 

Perfect General (3DO) 

Kirby Blockball (G.Boy) 

Tetris Blast (G.Boy) 

Sega Nomad (USA) 

Sega Saturn - From - 
Sony PlayStation From - 
Nintendo 64 + Mario 
Bomberman 4 (SNES JAP) 79.99 
Puyo Puyo Remix (SNES JAP) 79.99 
Art Of Fighting 3 (Neo CD) 59.99 
Gamefan USA Mag 4.99 

Deep Space Nine (MD-USA) 49.99 


69.99 

69.99 

59.99 

54.99 

54.99 

27.99 
27.99 

199.99 
199.99 

199.99 

699.99 


„ *MORE NEW TITLES ARRIVING DAILY - PLEASE CALL * 

fSr CLASS POST - FREE! 888 WIMBORNE ROAD, BOURNEMOUTH BH9 2DR 



01 202 



I 4 



2 GOSPORT ST 
LYMINGTON 
HAMPSHIRE 
S041 9BE 


,293m 7r- 


At 




SOFTWARE 

HARDWARE 


PlayStation • Saturn • Mega • SNES • 3DO • PC CD • Jag 

★ Ultra 64 - NOW IN STOCK * 


O Adidas Football 
0 Ridge Revolution 
0 NHL Face Off 
O Return Fire 
0 Descent 
0 NBA Live ’96 


Duke Nukem 3D 
Wing Commander 4 
Command & Conq Convert 
Manic Karts 
Top Gun 


SATURN 

Euro ’96 

St. Fighter Alpha 
V. Fighter 2 
Panzer 2 
0 X-Men 

0 Vampire Hunter (imp) 

MEGA/SNES 

Brian Lara ’96 
Toy Story 
S. Evermore 
Yoshi’s Island 
Donkey Kong 2 


SPECIALS 

iv 

PGA Tour‘96 - PSX 


- SAT 


£29.95 

£29.95 


FIFA ‘96 
Top Gun 

MAIL ORDER • FREE CATALOGUE AVAILABLE 


- PC CD £29.95 


JAGUAR - While stocks last 

Sensible Soccer ... 

.. . £19.95 

Cannon Fodder... . 

. . . £19.95 

Syndicate. 

. . . £19.95 

Club Drive. 

. . . £19.95 


(PHONE 01590 677144) 



UY, SELL AND EXCHANGE 
AT THE BEST PRICES 


PLAYSTATION GAMES FROM ONLY £25 IMPORT: 

3DO GAMES FROM ONLY £7 TEKKEN 

SNES GAMES FROM ONLY £6 RIDGE RACER REV. 

SATURN GAMES FROM ONLY £18 STREET FIGHTER ALPHA 


£69.99 

CALL 

CALL 


ORDER YOUR JAP ULTRA 64 NOW! RING FOR DETAILS 

AT 145 PECKHAM HIGH ST, LONDON, OR PHONE 


MAIL ORDER WELCOME 

MENTION PLAY WHEN PLACING YOUR ORDER FOR A 5% DISCOUNT 


Lipson Computer Exchange 













All systems bought, sold, exchanged. 
















Over 1000 games for exchange (£5 p&p) 


Part exchange available on all new games. 


01752 - 254867 Tel/Fax 


01752 - 252340 / 665868 


0402 - 270819 (mobile) 


Lipson Computers, 17 Lipson Vale, Plymouth, Devon. 



PlayStation. 






PADS AND 


Destruction Derby 


GAMES 


f ▼ 1 


£ 298.99 


Thunderhawk 2 



Other Packs: 


Solus Pack.£189.99 

2 Game Pack.£238.99 

2 Pads + Game of your choice.£249.99 


PlayStation Pads 

XI \j 


Lookalike 

£12.99 

Fighter 2-way 

£13.99 

Cyberpad 

£17.99 

Sony pad 

£22.99 

ASCii Joystick 

£44.99 

MANY MORE 


Accessories 


Games 


♦V 


Toshinden 2 


£38.99 


Memory Card 
8Mb Memory 
Link cable 
Phono Scart 
Scart 

Scart Deluxe 
Pad Extension 


£18 

£38 

£11 

£6 

£12 

£19 

£6 


.99 

.99 

.99 

.99 

.99 

.99 

.99 


Ridge racer Rev. £38.99 
Track and Field £38.99 


Wipeout 
Williams Hits 
Resident Evil 


£38.99 

£28.99 

£38.99 


AND MANY MORE 


Mail Order Available. Special Advertisement Prices, store prices may vary 


Setti 


21A CHURCHGATE SHOPPING CENTRE, 
HITCHIN, HERTS, SG5 1DN 

TEL+FAX: 01462-436622 


VISA 




Lombard 

Credit 

Card 

Accepted 


► ELECTRONIC MEGASTORE 

65-67 SWANS LANE, SWANSGATE CENTRE, 
WELLINGBOROUGH, NORTHANTS, NN8 1EU 

TEL+FAX: 01933-271500 
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[Above] The night mission requires hardened pilots to take out a vital 
enemy supply bridge under cover of darkness. 




[Above] One well-aimed missile takes out a Middle Eastern fuel depot 
with explosive results. 





—(Top Gun wannabes 




Name: Raging Skies 

Publisher: Sony 
Complete: 8 5 % 

Release Date: September 


82 
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cn 

QJ 


and Tom Cruise 
lookalikes (you poor 
souls) desperate for a 
true aerial combat experience are guaranteed to 
receive a fine flying fix in the near future. Sony 
are just putting the finishing touches to their 
very own Afterburner -style sky bound shoot-’em- 

Information up, entitled Raging Skies and the results, so far, 

are extremely promising. 

Players take to the wild blue yonder in a 
variety of high-tech military aircraft all of which 
are based on existing authentic performance 
profiles. There are six different fighters to pilot 
ranging from the standard F4E Phantom to a 
super-secret stealth plane in the later levels. 
Players tackle a selection of taxing missions 
around the globe armed to the teeth with state- 
of-the-art firepower. Cool. Raging Skies may be 
played with either a joypad or, if you’re the lucky 
owner of that elusive of items, the analogue 
joystick, for that in-the-cockpit feeling. Multiple 
players are catered for with the option to select 
a link-up game and duel it out in a VS Battle. 

NOW WITH WINGS 

From the nearly completed version we’ve played 
it’s safe to say that Raging Skies tends to take a 
more flight sim approach in terms of overall 
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[Above] Aerial chases should push a pilot's skill to the limit with stomach-churning 180 's and 
high-speed pursuit manoeuvres. 


gameplay. That’s not to say that there’s a lack of 
arcade-style action or that players have to 
spend hours wading through huge encyclopedia¬ 
sized flight manuals just to find out how to turn 
their landing lights on. No, siree. However, from 
the two available in-cockpit views, it’s obvious 
that the developers are keen to coax players 
into familiarising themselves with aircraft 
instrumentation instead of simply blasting away 
at the scenery oblivious to altitude, air-speed or 
direction. Set for September, so it’s a 
safe bet we’ll have a full review next 
issue. 





















































SCOTLAND CORNWALL DORSET WALES 


89 Holburn Street, 
Aberdeen, 

AB10 6BQ 



Telephone/Fax 
(01224)212721 


COMPUTER 

ENTERTAINMENT 


Official Stockist of the U.K. 

Sony PlayStation 

We specialise in quality used games and exchanges. 

Large selection of games in stock 


Buy one title for £30, two for £50, three for £70, 
four for £85 and five for only £100. 

Alternatively we can exchange your game for another for only 

£8 including postage. 


MAIL ORDER ENQUIRIES WELCOMED 


For an up to date list of available titles phone or 
E-mail us at 'solid® wintennute.co.uk’ 


Sony PlayStation Centre 


USED PLAYSTATION GAMES 
Hundreds of used titles from stock 

Buy or Exchange 


3D LEMMINGS.£19.99 

LONE SOLDIER ...£19.99 
J. BAZOOKATONE ..£21.99 

WIPEOUT.£24.99 

RIDGE RACER ....£24.99 

TOSHINDEN .£24.99 

DEFCON 5 .£24.99 

LOADED.£24.99 


K. IVAN.£24.99 

WARHAWK .£24.99 

T. HAWK 2.£24.99 

D.£24.99 

DESTRUCTION DERBY 

NEW.£19.99 

STRIKER.£16.99 


DESCENT (NEW) .£34.99 
CALL FOR A FULL LIST - ASK FOR MAIL ORDER 

TEL: (01872) 261065 



VISA 


19 Kenwyn St, Truro. TR13BU; (Shop + 
Old Bake House Lane. Chapel St, 

(Retail Only). 


+ Mail Order). 
Penzance; 


FAST 

FRIENDLY 

MAIL 

ORDER 



SONY 



NINTENDO 

SEGA 


PART EXCHANGE WELCOME 


UK PLAYSTATION SOFTWARE 


R.RACER REVOLUTION FORMULA ONE 

ADIDAS POWER SOCCER BLAM! MACHINE HEAD 

STREETFIGHTER ALPHA SPACE HULK 

MAD CATZ STEERING WHEEL FADE TO BLACK 
X-MEN GUNSHIP 

RESIDENT EVIL ALONE IN THE DARK 


UK PLAYSTATION + ALIEN TRILOGY £209.99 

SOFTWARE FROM £24.99 


PLEASE CALL FOR LATEST PRICES + BARGAINS 


tel: 01202 245184 J days 


PLEASE MAKE CHEQUES/POSTAL ORDERS TO: 
GEMSTAR, 40 BIRCH DRIVE, BOURNEMOUTH, 

DORSET, BH8 OLS * 



£39.99 


PLAYS UK, US AND JAP GAMES ON ANY UK 
PLAYSTATION, NO DISC SWAPPING! 
FITS INSIDE MACHINE, COMES WITH 
FULL INSTRUCTIONS & DIAGRAMS. 



WE PROMISE TO BEAT ANY PRICE! 

SEND CHEQUES/P.Os TO : WORLD GAMES, 

Tyn Llidiart, Glandwr, Barmouth, Gwynedd, Wales, UK 

LL42 1TQ 

ENQUIRIES: 01341 281269 
BETWEEN - 6:00p.m & 8:30p.m 




LONDON WALSALL W.MIDLANDS SURREY 



Consoles 

Light years ahead of the competition 

$P$ Unbeatable 

€>* prices on 

o ^ PlayStation & 

s'? Saturn games 

Call For Latest Prices 


_J Ultra 64 L_ 
June 25th £500 

Order NOW! 


Call On 0181 777 0496 

0956 945 165 
Or Fax 0181 777 0496 
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We specialise in - 

Saturn and PlayStation games 

New and used titles, 
both imports + official in stock 

Try our efficient mail order service or visit our shop 
New titles arriving daily - call for latest details 

We also stock 3DO, Neo Geo CD. 

~ _ Mega Drive and SNES 
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MAD ANDY’S GAMESTATION 



Nintendo 


30 Union Court, 

Richmond, 

Surrey, 
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LANCASHIRE LEEDS ESSEX EVERYWHERE 



•Cheques made payable to Neat Games 

• 2 Sherbourne Lodge • Ribbleton • Preston 

• Lancs • PR2 6PF • Mobile 0831 205339 


Visio ns 



Part Exchange Specialists 


U.K. and Import always available. 

Large selection of new releases 

and used games. 

PlayStation and Saturn game rental only £1.00 per day. 

Saturn converters £20. 

Call, fax or unite for details. 

7 days 

Till 9.30 pm 

Visions, 

728 King Lane, 

Leeds, 

LS17 7BA. i 


TEL/FAX 

0113 261 3424 

AFTER HOURS 

0374 651 703 

Next day delivery 
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Toshinden 2 £36 

Actua Golf.£36 

Top Gun.£36 

Tunnel B1.£36 

Viewpoint.£36 

Transport Tycoon.£36 

Resident Evil.£39 

Cheesy . £36 

Dawn of Darkness.£36 

Offensive .£34 

OTHERS AVAILABLE 

POSTAGE AND PACKING 

PRICES CORRECT AT TIME OF GOING TO PRESS 


PLAY PLAY DORSET BEDFORD 




Used PlaySt 
and two con 
with three gc 


icart lead 


FIFA '96 

Kileak the Blooc 


Allow £2.50 
Allow 14 da 



TAVISTOCK SOUND + VISION 
21 THE BROADWAY, 
BEDFORD, MK40 2TL 
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—(Abuse 


is what 



tennis players give to umpires who 
make bad calls. And on a video 
game, thankfully, no stuck-up ex¬ 
public school Wimbledon match referee can turn 
around and fine you $10,000 for justifiably 
letting off a little steam when the twerp in the 
high chair (that’s where they put babies, isn’t 

Information it?) makes another wrong call. It’s worth 





Name: Hyper Tennis 

Publisher: JVC 
% Complete: 90% 

Release Date: September ’96 



mentioning this, as the officials in charge of the 
play in JVC’s Hyper Tennis occasionally 
demonstrate they could do with double-glazing 
on their specs. Developed by the aptly named 
Japanese outfit, Human, this game includes the 
odd wrong decision to make everything that 
more lifelike. 

Chalk dust 

The emphasis in Hyper Tennis is strongly on 
playability spliced with a dash of sumptuous 
next gen presentation, rather than the 
other way around. Not to be left out in 
the options stakes the game features 
a fancy dan world tour, where the 
gamer can choose from any of the 12 
male and female players, and use their 
attributes to take on the might of the 
field over a series of tournaments. Or 


/V 


[Above] It's Deuce! A vital point has been won! Now it's time 
to throw your arms in the air like you just don't care and yell 
“yessss!" Claim down Ian, it's only a game - Ed. 


style antics against either friends or some pretty 
smart CPU characters. 

Tournaments take in clay, grass and hard court 
surfaces, which are being designed to noticeably 
affect play, rather than just change the colours 
simply settle back for some sedate exhibition- on-screen. Playability factors, you see. Similarly, 

developer Human is keying on intuitive 
responses for the in-game action, with each 
button being designed to replicate one type of 
shot (slice, top-spin, flat drive or lob/smash) and 
stroking the ball around the court is a matter of 
how you position your character and time the 
shot. Anyone who has fond memories of 
Nintendo’s Super Tennis will 
instantly feel at home with JVC’s 
Hyper Tennis. It even sounds 
similar, come to think of it... 

Presentation considerations 
haven’t been totally put on the 
back burner though, as each sprite 
is properly motion-captured and 
the viewpoint can be changed to 
one of a plethora of camera 
angles. It all adds up to a what 
promises to be a highly 



EASY VIEWING 


Lots of camera angles are 

ON OFFER IN HYPER TENNIS , 


INCLUDING THESE FOUR VERY 


DIFFERENT ONES. 












The very scary ball cam. 
Very next gen. 



Down at the baseline for 


the true-view perspective. 



Most gamers will opt for 


this safe all-court angle. 


pleasurable mix of features, looks 
and gameplay. You’ll have to wait 
until September to try it 
yourself, or until next issue 
for the Play review. 
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[Above] Part of the reliance on intuition rather than 
planning, Hyper Tennis makes the gamer judge service 
by the ball toss rather than through controlling an on¬ 
screen icon. 

































































































[Above] Kaleidoscopically colourful and burstingly 
busy, one of the later levels. 


[Above] The light sourcing on the explosions is 


rather smart, and satisfying. 
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Information 


Name: Blast Chamber 
Publisher: Activision 

% Complete: 75% 

Release date: October ’96 




[Above] Spikes are littered everywhere. The 
slightest contact and... death. 






Turnaround time 

Step on one of these and the 
room rotates through 90°. Anyone 
in possession of the crystal at the 
time loses it when they fall - so 
skilful rotating can land the 
crystal at your feet. Better still, 
drop them onto a spike and you 
impale them in the process! 


j — x is the name of the 

the fittest)§ ameinActivisi ° n ’ s 

___ ' claustrophobic bomb 

caper, Blast Chamber. The gameplay takes place 
in 3-D, in one of 40 single player or 20 multi¬ 
player rotating rooms. The main object of the 
game is to collect pulsing crystals which must 
be placed in your colour-coded transmitter. Each 
time you deposit a crystal, seconds are added to 
your counter, giving you more time to survive - 
there’s a bomb strapped to your back, counting 
down all the while... 

Put up to four players in the same chamber at 
once and you get a mad frenzied game, with 
everyone trying to grapple for the life-saving 
crystals. You can accost other players by shoving 
them to the floor, and jump around quite 

athletically to flee. The rooms 
have various hazards such as 
spikes and lava, as well as 
switches to activate platforms 
and the like. Also, and this is the 
fun bit, rotation pads. 


Blast Chamber in single player mode, is 
played with a different approach. You must work 
out safe routes to your transmitters, getting past 
obstacles, hazards, and in some cases, activating 
platforms in order to create an avenue to your 
goal. 

With plenty of variety in the structure of the 
rooms, Blast Chamber looks like it could provide 
some good, lasting, multi-player action. At the 
moment, the developers are putting finishing 
touches to the levels to ensure they are 
as playable as possible. We’ll give you 
the full analysis very soon. 


(Survival of 
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[Above] Multiple view points are provided by a virtual camera 
which selects the best action angle for maximum coverage. 



[Above] Remember kids, stunts like these can only be performed 
by a trained profesional. Like Eddie Kidd. Or Evil Kineaval. 



—(Ah, the crazy 



Information 




Name: International Moto X 
Publisher. Warner Interactive 

Complete: 75% 

Release Date: September 


days of youth. Endless summers spent 
bombing round the local streets on 
your Raleigh Chopper/Budgie/Grifter 
(delete as applicable), popping wheelies, pulling 
off impressive skids and usually ending up flat 
on your face. Top stuff. 

For all fans of scuffed knees, frantic gear¬ 
changing and cool stunts, developer Graftgold 
(remember Uridium on the Commodore 64? 
’Course you do) are busily preparing 
International Moto X for an Autumn launch on 
PlayStation. 


I’M A SPEED FREAK 

If you’ve ever fancied the high-octane thrills of 
racing a 250 CC motorbike over terrain that’s as 
rough as a bear’s arse then read on. Players are 
given the opportunity to burn rubber on a huge 
number of tracks (over 30 so far) in a variety of 
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[Above] From a wealth of options, players may change the colour of their rider’s uniform and bike as 
well as using winning cash to improve their machine’s overall performance. 



global locations including Europe, Africa and 
America to name but three. 

Various in-game options are available, 
including the ability to participate in competition 
and single races, customise your mean machine 
with prize money and, best of all, edit your own 
courses. This feature enables players to 
construct their very own tracks, complete with 
varying weather conditions, terrain texture and 
nightmare layouts then save them to a memory 
card. Progression through the game requires 
expert handling of the bike, well-timed corner¬ 
taking and an understanding of the various 
road conditions offered by each course. 

Although the PC version boasts a handy 
split-screen mode, International Moto X on 
PlayStation currently relies on the link-up option 
for two player thrills and spills. The recent 
version we’ve had our grubby mitts on is 
virtually complete although it has to be said that 
the overall handling of the bikes needs some 
work and polygon pop-up is a little distracting 
on some of the more graphically intense tracks. 

Still, all should be well when we settle 
down and put it through the Play review 
mangle. 






[Above] The track monitor in the top right hand 
corner shows the location of other players. 








































































Hoop slammin 





basket dunkin’, trainer 
squeakin’ nutters. The lot of 
you. Yes, when it comes to 



Information 




Name: Slam ‘N’ Jam ’96 

Publisher: BMGie 
Complete: 85% 

Release Date: July 


realistic basketball games, it seems like 
PlayStation owners just can’t get enough quality 
ball bouncing action. 

Software shelves are already bulging with the 
likes of Total NBA ’96, NBA Live ’96, NBA In The 
Zone, NBA Jam TE and there are many others in 
the pipeline. Into this already over-crowded 
genre steps the latest offering from BMG 
Interactive Entertainment via US developers 
Crystal Dynamics. Having spent the last few 
months converting their library of 3 DO titles to 
the PlayStation (including Gex, Total Eclipse, Off- 
World Interceptor etc) Crystal Dynamics is 
currently putting the finishing touches to what 
they hope will be the finest 32 -bit basketball 
game yet. 



[Above] The remote camera covers 
all angles of play and zooms in 
for in-your-face close-ups. 


Magic moments 

Slam W Jam ’96 Featuring Magic & Kareem 
(that’s the full title folks) is slightly unusual in 
that it’s not only viewed from a behind-the- 
backboard perspective but there’s also no official 
NBA seal of approval on this game. In fact other 
than the legendary Magic Johnson and Kareem 
Abdul-Jabbar there are no actual NBA players or 
teams featured in Slam ‘N’ Jam ’96 whatsoever. 

Still, the proof is in the pudding as they say 
and if it’s adrenaline-pumping, intense court 
action you’re after then look no further. Crystal 





[Above] Can ya leap, little fella? Height plays an important part in successful dunks. 


Dynamics has essentially taken the 3 DO ’95 
version, tightened gameplay, added smoother 
scaling player sprites and glossed up what looks 
set to be a playable arcade style basketball 
game. Impressive dunks are simple to pull off 
and even sneaky back-passing, swift dodging and 
dirty fouls soon become second nature. As an 
added bonus there’s a preview section featuring 
humorous FMV footage of both current and 
forthcoming Crystal Dynamics titles. 

Cheers lads. Sports fans can expect a full- 
on review of Slam W Jam ’96 next month. 





[Above] Time your bonus shot correctly and score valuable extra points. 
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~ ■ \ and perfect gameplay are 

corching visu3ls) thetw ° truewinnin § 

_ J _ / elements in any potential 

video game hit. Fortunately, here in the UK, 
there’s one software company that’s always 
pushed the PSX to its limits. 

Since the official European launch of the 
PlayStation last year, Liverpool-based developer, 
Psygnosis has steadfastly produced some of the 
most innovative and exciting software to ever 
grace Sony’s premiere home console. Wipeout, 
Destruction Derby, Krazy Ivan and others have 
clocked up huge world-wide sales and are all 
guaranteed sequels later in the year. But 
overshadowing them all is a forthcoming racing 
game that’ll leave its competitors stuck on the 
starting grid. 




Information 


Name: FIA Formula 1 
Publisher: Psygnosis 
Complete: 85 % 

Release Date: September ’96 


Driving lessons 

Regular Play readers will recall the in-depth 
analysis that Fi underwent in issue six but for 
those of you tuning in for the first time, let’s 
take a quick look at what promises to be one of 
the biggest games of ’96. Utilising official teams, 
racing drivers, actual tracks and even on-board 
computer telemetry data, Fi is guaranteed to set 
new standards in realism thanks to coders 
Bizarre Creations who are totally committed to 
producing the most realistic racer yet. The game 
sports two distinct driving options: Arcade Mode 
and Grand Prix Mode, which aim to cater for 
both the Ridge Racer school of driving and the 
serious Formula One fan obsessed with 
complete technical accuracy. 

For instance, the aim of the Arcade Mode is 
to allow players to blast around the track in 
record time with cornering made easier thanks 
to a useful steering and brake assist option 


(which may be turned off if desired). On the 
other hand Grand Prix Mode offers a full 
season’s worth of driving on 17 of the toughest 
professional tracks in the world, including 
gruelling two hour races in all manner of 
weather conditions. 

Now that a few months have passed, the 
game is moving into the final stages of 
development, where final tweaks and alterations 
will be made, before a finely tuned engine of a 
product is ready for release. The version we’ve 
tested certainly seems to be on its way to 
“classic” status with only a few minor graphical 
glitches left to be ironed out. Bizarre Creations 
has finally decided not to opt for a two player 





Not only does FI cater for 

ARCADE RACERS, MORE AT 


HOME WITH THE LIKES OF RlDGE 

Racer Revolution, but there’s 

ALSO THE OPTION TO USE BOTH 

the Mad Katz steering wheel 

AND NAMCO’S ANALOGUE JOYPAD, 
THE NEGCON. 
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Above] Ferrari team member Alesi takes a particularly tight hairpin bend with the sort of skill you'd 


expect from a professional driver. 
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split-screen racing mode and instead are relying 
on the PlayStation’s unique link-up capabilities 
for multi-competitor action. 

Present and correct 

Already impressing the Play team is the truly 
professional presentation that Fi boasts, ranging 
from the staggering amount of in-game options 
to the well-timed and excitable commentary from 
the legendary Murray Walker. Yes, you can race 
as such sporting stalwarts as Schumacher, Hill, 
Coulthard and Alesi and both your vehicle, and 
those of your opponents, react as they would 
in actual racing conditions. Psygnosis has 
never shirked their visual responsibilities and 
they’re hoping that with it’s realistic look and 
slick style Fi will attract both long-time 
gamesplayers and sports fans who perhaps 
would usually dismiss consoles as simply kids 
toys. 

Soundwise, Fi should manage to satisfy any 
audio nut who’s house boasts more home 
entertainment equipment than your local 
Dixons thanks to the inclusion of Mono, 

Stereo, Q-Sound and Dolby Surround 
outputs. 

After consultation with various games 
testers, including the hard men of Play, 

Psygnosis will make some last minute 
adjustments and additions before Fi 
makes its debut sometime in September. 


MURRAY MINT 

As IS THE NORM WITH MOST 32-BIT SPORTING TITLES THESE 
DAYS, FI FEATURES FULL, CONSTANT COMMENTARY ESPECIALLY 
RECORDED BY A FAMOUS PERSONALITY. FOR THE BIGGEST 
RACING GAME YET, THERE COULD ONLY BE ONE CHOICE: 

Murray Walker. Yes, all your favourite Murray quotes 

HAVE BEEN INCLUDED (“AND 


THERE GOES MANSELL!”) 

WITH THREE VARYING LEVELS 
OF EXCITEMENT. AS THE 
ACTION GETS HOTTER, MR 

Walker’s voice changes to 

REFLECT THE MOOD. OF 

course Murray is famous 

FOR BLUNDERS AS WELL AS 
PERFECT RACING COMMENTARY. 





With half the race gone, there is half the 


RACE TO GO... 


ft 


“DO MY EYES DECEIVE ME, OR IS SENNA’S LOTUS 
SOUNDING ROUGH?” 


“AS YOU LOOK AT THE FIRST FOUR, THE 
SIGNIFICANT THING IS THAT ALBORETO IS 5TH!” 


“He is shedding buckets of adrenaline in 

THAT CAR!” 


ii 


It’s raining and the track is wet... 


ft 


“1.4 SECONDS MAY NOT SEEM LIKE MUCH BUT IN 

Formula One, 1.4 seconds is light years.” 


“...THE LEAD IS NOW 6.9 SECONDS. IN FACT IT’S 
JUST UNDER 7 SECONDS. 
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The say BEAUTIFUL things 

COME IN SMALL PACKAGES, 

AND THAT CERTAINLY APPLIES TO 

Derby-based CORE 

Design, an industry 

STRIPLING AT JUST EIGHT 

YEARS OLD, CORE IS NOW IN 

THE PROCESS OF GROWING 

INTO A CITY-FUNDED 

PlayStation PUBLISHING 

POWERHOUSE, AND ALREADY 
BOASTS A CRACKING PAIR OF BIG 

hits, Firestorm: 

THUNDERHAWK 2 and 
Shellshock NESTLING 

SNUGLY UNDER ITS 

CORPORATE crop top. 
Armed and DANGEROUS 

AND WITH A LICENCE TO 

COMPETE WITH THE BIG BOYS 

THANKS TO THE MONEY MEN 

BEHIND BACKERS, ElDOS 
Interactive, Core is now 

LOOKING TO TAKE A 

QUANTUM LEAP FORWARD 

WITH THE FORTHCOMING 

Tomb Raider. With a car 

park full of FLASH CARS, 

IT SEEMS THE NOW 56 -STRONG 
FIRM IS WELL ON THE WAY TO 
COMPLETING ITS OWN RAGS TO 

RICHES SUCCESS STORY. 



Play: What does Core want to achieve 


on the PlayStation? 

Jeremy Smith, managing director: To 

be able to push the machine to its 
limits - as we are a games company 
the teams working on the PlayStation 
want to build games that fully utilise 
the hardware - therefore pushing it to 
its limits. We also want to be 
recognised as a quality publisher for 
the platform. 


Play: You achieved success on the 
Mega-CD that eluded other firms. How 
has that time helped you with 
PlayStation development? 

Jeremy Smith: We started working on 
Mega-CD titles whilst Sega were still 
developing the machine. This gave us 
a tremendous insight into what it 
takes to write a game on a CD format 
- up until then the industry was 
writing on floppy and cartridge - CD 
was a totally new experience. It also 
taught us that to be successful on a 
platform you have to write it 
specifically - that was an invaluable 
lesson. Successful PC games don’t 
necessarily port well onto the 
PlayStation. There will always be 
exceptions, but generally I don’t think 
it really works. 

Play: Apart from Virtual Golf, all your 
games are variants on 3-D shoot-’em- 
ups, what’s the thinking behind that? 

Jeremy Smith: Shoot-’em-ups make 
great games!! We are, however, 
broadening our range. We have an 
awesome fighting game planned for 
next year, plus Swagman which is an 
RPG/Adventure, and of course, Tomb 
Raider, which is definitely not a shoot- 
’em-up. We also have a rather cool 
Ninja game underway - so I certainly 




What-Who-Where-Why 


feel that we have now moved away 
from 3-D shooters for the moment! 

Play: How will being owned by “men 
in the city” like Eidos Interactive affect 
Core? 

Jeremy Smith: Eidos Interactive has 
realised that to change the culture of 
Core would be a disaster. The 
relationship should work well - we 
bring the games, they bring the cash. 
The one other commodity this 
industry needs other than highly 
talented people, is money. 
Development budgets are going 
through the roof so it’s incredibly 
difficult for small companies to survive 
on their own resources. 

No SUCH THING 
AS A FREE LUNCH 

Play: Core seems to do a lot of 
marketing for a smallish firm, why’s 
that then? 

Susie Hamilton, Public Relations 
Manager: Core has always been fairly 
proactive as far as marketing its 
games through the consumer 
specialist press and retail outlets is 
concerned. The fact that Core Design 
is a smallish firm is totally irrelevant 
in marketing terms. We’ve 
never been a mass 
producer of software in 
terms of releases per year 
but the titles which we 
publish sell in high qualities 
and have an above average 
shelf life too. The average 
games buyer doesn't give a 
toss about brand loyalty 
these days. If he’s getting a 
value for money (in terms 
of creativity and originality) 
from a product line, he’ll 


keep buying. 

Play: What’s the most you’ve ever 
spent taking journalists out to lunch? 

Susie Hamilton: £1,750 for eight at 
The Atlantic Bar and Grill in Piccadilly 
Circus London. 

Play: (in shock) Wasn’t Damian at 
that? Whoah. Core has been really 
pushing the club angle and producing 
specially crafted LPs. What was the 
thinking behind that, and what have 
been the benefits? 

Susie Hamilton: I thought the style 
and quality of the music that our 
guys are producing in-house was as 
good as anything I’ve heard in the 
less mainstream clubs I’ve been to. 

So we produced some LPs and got a 
distribution deal with a company 
which distributes white labels and 
indie record company material to 
clubs throughout the UK. None of the 
stuff we did charted because we 
didn’t make the LPs commercially 
available. 

Working in 

A GOLDMINE 







Thunderhawk 

Europe’s best selling Mega-CD game 
ever, Thunderhawk made Core a 
bundle of money as well eventually 
spawning the firm’s debut 
PlayStation offering, Firestorm: 
Thunderhawk2. It looked quite 
remarkable for a Mega-CD game, and 
the combination of helicopters and 
heavy firepower certainly helped. 


Smith] 


Hamilton] 


[Jeremy Smith] 


Adrian Smith, Operations Director: “There are 
currently too many titles with only a few that are of a 
really high standard. Not enough games are written 
specifically for the consoles - users are being fobbed 
off with conversions of PC games.” 


Susie Hamilton, Public Relations Manager: “The 

average games buyer doesn’t give a toss about brand 
loyalty these days. If he’s getting value for money (in 
terms of creativity and originality) from a product line, 
he’ll keep buying.” 


Jeremy Smith, managing director: “The one other 

commodity this industry needs other than highly 
talented people is money. Development budgets are 
going through the roof so it’s incredibly difficult for 
smaller companies to survive on their own resources 


Play: How is development at Core 
structured? 

Adrian Smith, operations director: As 

operations director, I am responsible 
for the overall development. We also 
have a couple of producers who 
oversee the development of several 
titles each - they report to me. The 
teams themselves consist of a 
developer for each format - PSX, 
Saturn and PC, a couple of artists and 
possibly one or two map editors. The 
test department plays through the 
latest versions of our titles on a 
regular basis so we get continuous 
feedback as to what aspects of each 
game are strong or weak. 


Core hi-lights 

THROUGHOUT THE YEARS. 

1988 - Rick Dangerous 

(Amiga, on Firebird label) 

1989 - Rick Dangerous II 

(Amiga, ST, PC) 

1990 - Corporation 

(Amiga, ST, PC) 

1991 - Chuck Rock 

(Amiga, ST) 

1991/2 - Heimdall 

(Amiga, Atari ST, PC) 

1992 - Jaguar XJ 220 (Amiga) 

1993 - Chuck Rock II (Amiga) 
1993 - Thunderhawk (Mega CD) 

1993 - Wonder Dog (Amiga) 

1994 - Bubba ‘n’ Stix (Mega CD) 

1994 - Soulstar (Mega CD) 

1995 - Firestorm: Thunderhawk 2 

(PlayStation) 

1996 - Shellshock (PlayStation) 


[Blam: Machinehead] 

Due: September 

One of Core's greatest hopes, Blam is 
a 3 -D shoot-’em-up/adventure with you 
playing Dr Kimberly Stride as she 
attempts to explore a virus infested 
machinescape world. The game 
features huge enemies (spiders, insects 
etc) and looks to be action packed. 

Review next issue. 


Play: How many titles are you 
working on this year? 

Adrian Smith: This year we are 
scheduled to have five titles out - 
Thunderhawk II and Shellshock are 
already available. Blam, Swagman 
and Tomb Raider will be available 
towards the end of the year and we 
have another pair lined up for early 
next year. 


[Swagman] 

Due: November 


Play: Tell us something secret... 

Adrian: We’ve started to work on the 
design to a sequel to an in-house 
game that’s not out itself yet! Also, 
we have a game in development that 
nobody has ever seen! 


Due: Spring ’97 


on PlayStation, Core could go througt 
the stratosphere with Tomb Raider. It 
has quite simply left us gob smacked 
with its fluidity, depth and superb 
graphics. It’s gonna be big, huge, gi- 
bloody-enormous, and don’t forget 
where you heard it first. And with 
promising projects like Swagman and 
Ninja in the wings, the guys at Core 
should be able to add another few 
Ferraris to their car park. Not that 
we’re jealous. 


Play: What’s your impression of the 
quality of currently available 
PlayStation software? 

Adrian: There are too many titles with 
only a few that are of a really high 
standard. Also, there aren’t enough 
games written for the consoles - 
users are getting fobbed off with 
conversions from PC games. 


Expected at Spring ’ 97 , Ninja is a 3 -D beat-’em-up 
adventure which is quite unlike anything yet seen. 
The game hopes to capture all the thrills *n spills 
of Tekken 2 , but add more in-depth gameplay. 


You play either Zak or his twin sister Hanna in 
this cutesy adventure game set in the world of 
dreams. The game takes place in two worlds 
simultaneously: the real one and dreamscape. 


core design 


company pofile 
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Views •Questions-Criticisms-Ideas 


.♦.And THEY’RE off! Another month of READERS LETTERS guaranteed to POSE 

THOUGHT-PROVOKING QUESTIONS, GET YER GOAT UP, OR PROVIDE PROOF THAT SOMEONE OUT 
THERE HOLDS THE SAME OPINIONS ON ACTUA SOCCER AS YOU. GET YOUR LETTERS IN NOW, 

AND ALSO TELL us WHAT YOU THINK OF THE £ioo PlayStation PRICE DROP. Send your 

DAZZLING prose to: Arena, Play magazine, Paragon House, St Peter’s Road, 

Bournemouth BHi 2JS. Or e-mail us at play@paragon.co.uk. 


Dear Play, 

I have just bought a PlayStation 
and I rate it as the best machine I 
have used. Can you answer a few 
questions? 

1. Can you tell me if Domark are 
going into the PlayStation with 
their almighty Championship 
Manager range, as I’m still waiting 
for a management sim. 

2. What is the best platform game 
for the PlayStation? 

3. Have you any cheats for the 
Need for SpeecP. 

Graig Woolham, London 

1. Sadly no news as yet. It seems 
that all developers are scared to 
test the water with a footy 
management game because they 
feel the only games that sell are 
beat-’em-ups and racing games. 
We’ve had well over a hundred 
people asking about CM 2 but 
Eidos Interactive (formerly Domark) 
still has no plans. 

2. At the moment, it’s probably 
Rayman or Jumping Flash 2. But 
wait for a glut of the things in the 
autumn. 

3. Yes, they were in the last two 
issues and you missed them. 


Dear Play, 

My friends and myself are very 
interested in buying a PlayStation 
each. We would like more strategy 
games to be brought out, especially 
football management games like 
Championship Manager 2 (by 
Domark). 

Mr L Hollman, Brighton. 

More strategy games will become 
available as more people buy 
PlayStations. Command & Conquer, 
Shadow of the Horned Rat, 
Suikoden and Beyond the Beyond 
are all strategy games, but as 
mentioned above, CM2 is out of the 
question at the moment. 


Dear Play, 

It’s interesting you feel the 3DO 
only had one great game to offer in 
its brief life span (Arena June ’96, 
reply to Jon Sykes). I can think of 
at least half a dozen classics (most 
of which have been ported to the 
PlayStation), indeed your highest 
rated race sim, The Need for Speed 
has hardly changed during its 
conversion to the PSX. Of course 
the 3DO is struggling to keep up 
now, who would have thought that 
polygons would play such an 


important part in video games four 
years ago when the 3DO was being 
designed and Street Fighter 2 was 
all the rage? But to belittle its 
contribution shows narrow¬ 
mindedness. 

I’ve owned a PlayStation since 
its UK launch and have yet to come 
across a game that has left me as 
gob smacked as FIFA on the 3DO 
did 18 months ago. 

Scott Coleboum, Middlewich 

NFS - hardly changed from the 
3DO version! Are you mad? Split¬ 
screen mode, link mode, more 
tracks, tyre marks on the road, it’s 
faster - need I go on. Yes the 3DO 
version was first, but who cares 
when the PlayStation game is far 
superior? A “dozen classics”, you 
obviously have a low definition of 
the term “classic,” Scott because 
the only good games were NFS and 
Space Hulk - both bigger and 
better on PSX. All the rest were 
rubbish and anyone who says 
different is either called Trip 
Hawkins, or a complete arse! The 
3DO has had its day, like the Atari 
VCS, Acorn Atom and Dragon 32 
before it. Face facts, Scott, it’s just 
a stylish and rather expensive black 
ashtray. You can’t expect a £400 
console to be mass market. End of 


story. 

As for unexciting PlayStation 
games - try Fi by Psygnosis if you 
want to see what a true next gen 
game is like! 


Dear Play crew, 

As I have sent in your readers 
survey I thought I would put pen 
to paper to tell you that your 
review of The Need for Speed was 
spot on. Most of the other mags 
just slagged it off saying it was old 
hat. Try completing it, as I did and 
it takes a damn sight longer than 
Ridge Racer Revolution, and when 
my mates come round, what games 
goes in the PSX? Not RRR that’s for 
sure! 

One more point to make is how 
hard it is to break into the 
software industry. I am 25 years 
old, owned my own software shop 
and have a good knowledge of all 
formats, yet I have sent countless 
CVs to a certain software company 
and I don’t even get an interview. 
Please tell me some tips as I love 
the industry and want to work 
within it. Keep up the good work. 
Chris Baker, Coulsdon 

Getting a job in the software 









































industry is easy. Just design and 
program a multi-million selling 
game and publishers will be 
battering your door down with 
contracts. Alternatively, send your 
CV wrapped around a bottle of Jack 
Daniels - PR types are suckers for 
free booze. 


Dear Play, 

I’m not going to waffle on and kiss 
your arse, all I want to say is that 
the football games for the 
PlayStation are all shite! Why have 
you given them your praise? FIFA 
’p6 was abysmal, you gave it 81%. 
Striker ’p6 was also crap - you 
gave it 89%. Then Actua Soccer 
came on the scene, everyone 
hyped it up and you gave it 94%! I 
personally think it is worse than 
Striker - the keepers are as useful 
as no goalie at all. Then, things 
changed (or so I was led to 
believe) and when Adidas Power 
Soccer arrived you gave it 95%. So 
I went out and paid £45 for it. It 
took me a few hours to realise I 
had been ripped off again. 

When are the makers of these 
games actually going to try and 
make a good football game that is 
realistic and not just flashy sprites 
and no playability. 

Matthew Phillips, Wrexham. 

PS I would like you to print this as 
I am sure many other football fans 
will agree. 


All things to all men, Matthew. Our 
reviewers happened to like Adidas 
Power Soccer when it came in for 
review, hence the score. If you 
don’t like arcade style football 




[Above] Ryan Mclnemey wants us to send him 


our copy of Burning Road - he wants it bad. 


games then you’ll obviously 
disagree, but we can’t please 
everybody all of the time. 

Personally, I can’t wait for the day 
when Sensible World of Soccer 
comes to PlayStation (will it ever?) 
because that’s more my cup of tea. 
If you had been burnt so often in 
the past, why did you not try 
Power Soccer out in the shop first? 
If you buy a new car, you don’t just 
waltz into the showroom, bang 
down your cash and drive it out. 
Not unless you’re insane. No, you 
take it for a test drive, check that 
all the switches work and make 
sure you like the colour. It’s the 
same with games. For my money, 
Adidas is the best soccer game on 
PSX at the moment, but that’s not 
saying much. 


Dear Play, 

First of all congratulations on your 
mag and the new look (massive 
improvement). In fact I am 
considering subscribing. I was 
reading through your latest mag 
when I saw Burning Road, which I 
am unbelievably looking forward to, 
so I would like to ask you a 
question and a very large favour. 

1. If Burning Road is 90% complete, 
how come it’s not out until 
September? 

2. Please can I borrow the CD of 
Burning Road ( will pay)? 

Ryan Mclnemey, Blackburn. 

1. The game is almost finished, but 
then it has to go for approval by 
Sony, be allocated a slot to be 
produced (all Sony PlayStation 
games are made in a single 
factory), and then bug-tested 
strenuously. It all adds up to a bit 
of a wait. 

2. No (obviously). 


Greetings Play, 

Many congrats on a great issue of 
Play (issue 8 ). The review of 
Resident Evil was superb. I was 
cacking my pants just reading it so 
God knows what I’ll be like when I 
actually play it. Anyway, the reason 
I’m writing is because I’m in love. 
Who with? I hear you ask. Maybe Jo 
Guest (nice poster lads - schwing!), 
no it’s not the lovely Jo. I am in 
love with your USA columnist Cat 
Bucannon. Wow, what a babe! I 
wouldn’t mind linking up 
PlayStations with her. How about 
some more pictures or even a 
poster? 

Well I had better stop dribbling 
now, I’ve still got 30 levels of Magic 




Carpet to do. 

Robin Stead, Warley 

Sadly, Robin, Cat is 4,000 miles 
away and has a boyfriend the size 
of Bournemouth. And no, she 
wouldn’t like to swap LA for 
Warley. 


Dear Play, 

I have a Japanese PlayStation which 
I bought on import last summer 
and I’m having difficulties with it. 
The Japanese version delivers a full 
screen picture (on my SCART TV), 
which I’m very happy with, but with 
some of the games I play, ie 
Ray man, Tekken, and Actua Soccer, 
the picture is noticeably too wide 
for the TV. Is this because it’s a 
Japanese console used with a UK 
television or is it a fault in the TV? 
Could please explain what the 
problem is and if there is anything 
I could do about it? Here are some 
other questions I hope you can 
answer. 

1. Does the two player link-up work 
together with JAP and UK consoles 
(I don’t think it will because of the 
speed difference but I’m not 
completely sure)? 

2. Can I run American games on my 
JAP console? 

3. What’s the script with these gold 
disks and do they damage Jap or 
UK consoles? 

4. Could you tell me the address 
and phone number of the cheapest 
mail order company you can 
recommend? 

Thank you for your time. I would 
be very grateful if you could 
answer these questions. 

Andy Iron, Lothian 

The problem sounds like it’s with 
your TV, but without seeing it I 



can’t give a definite answer. More 
details please. 

1. You can link up two different 
country coded PlayStations if you 
have two copies of the games that 
are from the same territory. As long 
as you have, say two PAL or two 
NTSC Ridge Racers for example, 
they will work. But bear in mind 
that if you are planning to run an 
import game on the most recent 
version of the PlayStation (if you 
bought if after Xmas) then it won’t 
work. 

2. Yes, but you will need to boot 
the machine from a Jap CD and 
then swap over the disks. 

3. Gold disks are pre-production 
copies which are used for 
evaluation and bug-testing 
purposes. You should never see 
one, and if you do, don’t touch it 
because it’s probably been nicked, 
or it might be a pirate copy of a 
game. Steer well clear. 

4. At the moment we only deal 
with the Video Game Centre 
(01202) 527314 on the magazine 
itself, and we don’t promote other 
companies. Check out the ads 
throughout this issue of Play. 


We reserve the right to edit your 
letters and regret we cannot reply 
personally. If you want us to print 
your e-mail address for further 
electronic discussion, please give 
specific permission at the end of 
your letter. 
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CATAGORIES THEN IT’S RUBBISH, TRIPE, OFFAL, PANTS. EXTRETIA. NOT 


3 YOU’D WANT TO SPEND £40 ON THAT’S FOR SURE. We MUST STRESS THAT THE LISTS HERE HAVE NO 
SCIENTIFICALLY, THEY ARE SIMPLY WHAT WE FEEL ARE THE BEST GAMES AVAILABLE FOR THE PLAYSTATION 


Playback and rated 


COMPETITORS. WRITE TO US IF YOU DISAGREE WITH ANY OF OUR RANKINGS 


Game 






Publisher 


Review Score 


Beat-’em-ups 
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1. Tekken 2 — 

2. Street Fighter Alpha 

3. Tekken 

4. Darkstalkers 

5. MK3 

6. Rise Of The Robots 2 

7. Criticom 

8. Primal Rage 

9. New Jap Pro Wrestling 

10. Battle Arena Toshinden 
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Namco 

Sony 

May ’96 

95 % 

Capcom 

Capcom/VIE 

May ’96 

93 % 

Namco 

Sony 

Nov ’95 

95 % 

capcom Oapan) 

Capcom/VIE 

Aug ’96 

88% 

Williams 

Sony 

Nov ’95 

93 % 

Mirage 

Mirage 

Mar ’96 

88% 

Vic Tokai 

VIE 

Feb ’96 

87% 

Probe 

Warner Interactive 

Feb ’96 

85% 

Tomy 

Import 

Dec *95 

. 84% 

Takara 

Sony 

Nov ’95 

76% 
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Shoot 


1. Alien Trilogy 

2. Doom 

3. Magic Carpet 

4. Tunnel Bi 

5. Descent 

6. PO’ed 

7. Shellshock 

8. Krazy Ivan 

9. Assault Rigs 

10. Lone Soldier 
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Arcade Shoot-’em-Ups 

1. Gunship-1 

2. Loaded [ 

3. Starfighter 3000 I 

4. Return Fire I 

5. Thunderhawk 2: Firestorm I 

6. Williams Arcade Greatest Hits I 

7. Shock Wave Assault P 

8. Top Gun [ 

9. Air Combat | 

10. Agile Warrior | 
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Acclaim 

Easter *96 

91% 

id Softwave 

GT Interactive 

Jan *96 

93 % 

Krisalis/Bullfrog 

Bullfrog/EA 

Easter ’96 

90% 

Neon 

Ocean 

Aug ’96 

87% 

Interplay 

Interplay 

Easter ’96 

85% 

Studio3Do 

Warner Interactive 

May ’96 

87% 

Core Design 

Core Design 

Easter '96 

85% 

Psygnosis 

Psygnosis 

Feb '96 

90% 

Wheelhaus 

Psygnosis 

Jan ’96 

81% 

Tempest 

Telstar 

Dec *95 

92% 
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MicroProse 

MicroProse 

Jun ’96 

90 % 

Gremlin Interactive 

Gremlin Interactive 

Nov ’95 

85% 

Krisalis 

Telstar 

Jun ’96 

85% 

Silent Software 

Warner Interactive 

May ’96 

84% 

Core Design 

Core Design 

Jan ’96 

85% 

Williams 

GT Interactive 

Jun ’96 

84% 

EA 

EA 

Jan ’96 

87% 

Spectrum Holobyte 

MicroProse 

Jul ’96 

76% 

Namco 

Sony 

Dec ’95 

81% 

Black Ops Ent. 

VIE 

Feb ’96 

79 % 
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Review Date 
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Sports Sims 


Sony 

Sony 

Mar ’96 

94 % 

Silicon Dreams 

US Gold 

Jul ’96 

84% 

Gremlin 

Gremlin 

Aug ’96 

88% 

Silicon Dreams 

US Gold 

Jul ’96 

89% 

Gremlin Interactive 

Gremlin Interactive 

Feb ’96 

94% 

Konami Japan 

Konami 

Jul ’96 

85% 

Codemasters 

Codemasters 

Jul ’96 

90% 

Rage Software 

Warner Interactive 

Nov *95 

89% 

Iguana Ent 

Acclaim 

Jul ’96 

81% 

Psygnosis 

Psygnosis 

Easter ’96 

95 % 
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Adeline duo FREDERICK RAYNAL and OLIVIER LHERMITE , 

CREATORS OF THE FORTHCOMING TlME COMMANDO AND LlTTLE 

BlG Adventure 2 for the PlayStation will GLADLY eat 
English BEEF , prefer VIDEOGAMES to sex, and have a 
DEFINITE IDEA of what makes a great ACTION game. PLAY 

CORNERED THEM FOR SOME TYPICALLY FRENCH TIFFIN... 







Name: Olivier Lhermite 
Job Title: Lead 
Programmer/Technical 
Manager on Console 
Company: Adeline Software 
Fave Meal: Rumpsteak with 
bearnaise sauce 
Fave Game: Civilisation 
Projects done before: Little 
Big Adventure (PC). 



rLAY: What makes a good game then? 

OL: First of all, the game must be good for you, then you can 
hope that most other people will have the same impression. 

FR: Nobody can truly say what makes a good game. If people 
like it when they play it, then it’s a good game. But there is 
something I like to say: “A game is good when you can feel its 
soul.” 

Play: “French” games such as Alone In The Dark/Little Big 
Adventure have a reputation for being different, more 
imaginative. Well? 

FR: This question used to disappoint me. But now I think I get 
a part of the answer: French developers are often messy. 
Nowadays, a lot of games are pre-designed before 
development is started. I think that makes for cold games. At 
Adeline, we change the design while the technique progresses, 
keeping what’s cool and forgetting what’s dull. 

OL: I don’t think that we are really more imaginative than other 
people, but perhaps we don’t worry about what types of game 
are selling well when we develop. We just think “What about 

doing this game?” And if it looks impossible, just do it! (Or try 
to do it!). 

Play: What do you think of American/Japanese development, 
which simply seem to be variants on a successful formula? Is it 
down to financial considerations, or do you think just a lack of 
creative ability? 


OL: No I think that American or Japanese people don’t want to 
take too many risks! They see the games market like the 
cinema market, so if a style of game makes good sales, why 
take risks to do something really different? They are making 
games and money. 

Many companies don’t take risks by putting money in 
technical research, when a new technology (which make a lot of 
sales) appear they make many games using it, and then they 
are waiting for the next good technical idea (coming from 
another company) to make other type of games! 

FR: Indeed, and this is why there is a place for Adeline in this 
world. 

Play: PlayStation development is done parallel to PC work at 
Adeline, what benefits does this give over straight conversions? 
OL: Many programmers on PC just take care about not taking 
more than 8Mb of memory! On PlayStation we only have 2 Mb 
of main memory! Doing PC work with PlayStation work at the 
same time forces us to get better. 

For example we began the PlayStation development about 
two months after the PC. At this moment we decided to use a 
compacted type of structure and data, which didn’t change 
anything on the game. Doing this we saved memory and CPU 
time. After one month the PC programmer decided to use our 
structure, then we began to have the same resources with the 
same compiler (for the data). And every time a technical 
problem appeared or new data game we were thinking together 
to put it in the game the best way possible considering • 
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[Above] It’s the Roman times and Stan comes across a Centurion armed with a 
short sword. Adeline’s Time Commando is certainly shaping up to be an epic. 
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capacities of both machines. It’s the reason why we don’t have 
problems of memory or speed! We are using many more 
colours than the PC game (Time Commando), while keeping a 
good resolution for the game (640x240). 

FR: I thought it was a good idea. Now I’m convinced that it’s 
better to do the conversion after the original. Of course we 
need to think a little bit from the beginning what changes will 
be needed in the conversion process. 


Play: With Japanese firms like Capcom now working on similar 
games to your own, but gorier - what do you do next? 

OL: Something different... 

FR: At this point (things change every hours) we might do a 
mouse-controlled adventure game. 


Play: Right, that’s the serious stuff out of the way. Sony is 
trying to make the PlayStation cool, do the French think it chic? 
OL: Yes, it’s powerful and nice, most of French players must 
love it! 

FR: Hardware’s okay for developers, price’s okay for gamers, 

and Sony now filters titles to avoid garbage. 
Everything seems to be there (but a new version 
with more RAM would be welcome). 



Play: Do you eat rosbif, and if so, is it 
British? 

OL: Yes I do eat rosbif, and I don’t care 
if it is English or French. It’s totally 
ridiculous, just think about the number 
of people killed on the road, they will 
have to forbid importation of vodkas, 
beers and whisky (and cigarettes)! 
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more 
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X-Men, Bubble Bobble, 
Syndicate Wars, Dark Forces, 
Spider, Hard Boiled, MDK, 
Reloaded, Terra Nova, 
Beyond the Beyond, 
Epidemic, Suikoden, 
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